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Alerting Abstract US Al 

NOVELTY - A hyperlink associated with a URL and page is displayed on a window. A graphical toolbar providing 
user-selectable link enhancements e.g. enhancement to display link snapshot based on hyperlink and displaying 
skins, is displayed. A link snapshot associated with URL and causing page to be displayed when the snapshot is 
selected by user, is displayed when user selects an enhancement. 

USE - For enhancing hyperlink in hypertext, used for navigating hypermedia comprising text, video, graphic images, 
sound, hyperlinks and other elements in form typical of web documents and interactive software, media, games, 
web page, electronic document, file and screen display using computer e.g. personal computer (PC) and server. 
ADVANTAGE - The function set of hyperlinks is increased thus enabling user to perform operations using single 
click. 

DESCRIPTION OF DRAWINGS - The figure shows a flow chart explaining hyperlink enhancement process. 

Title Terms /Index Terms/Additional Words: ENHANCE; METHOD; COMPUTER; DISPLAY; GRAPHICAL; 
USER; SELECT; LINK; SNAPSHOT; BASED 
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Hyperlink enhancement method in e.g. computer, involves displaying graphical toolbar providing 
user-selectable link enhancements e.g. enhancement to display link snapshot based on hyperlink Alerting 
Abstract ...associated with a URL and page is displayed on a window. A graphical toolbar providing user-selectable 
link enhancements e.g. enhancement to display link snapshot based on hyperlink and displaying skins, is displayed. 
A link snapshot associated with URL and causing page to be displayed when the snapshot is selected by user, is 
displayed when user selects an enhancement. ...hypertext, used for navigating hypermedia comprising text, video, 
graphic images, sound, hyperlinks and other elements in form typical of web documents and interactive software, 
media, games, web page, electronic document, file and screen display using computer e.g. personal computer (PC) 
and server... Title Terms .../Index Terms/Additional Words: SNAPSHOT; Class Codes Manual Codes (EPI/S-X): 

T01-J11C1 T01-N03B2 Original Publication Data by Authority...Claims:provide a plurality of user-selectable 

link enhancements, said plurality of user-selectable link enhancements comprising a user-selectable link 
enhancement to display a link snapshot based on said hyperlink;receiving a first user selection of said link 
enhancement; andas a result of said first user selection,capturing a displayable element and said URL associated 
with said hyperlink; anddisplaying a link snapshot, wherein said link snapshot comprises said captured displayable 
element, and is associated with said captured URL, and wherein said link snapshot is adapted to cause said page to 
be displayed as a result of a second user selection of said link snapshot, said page to be displayed based on said 
captured URL, wherein the graphical toolbar is adapted to display one or more skins.... Basic Derwent Week: 
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[00629 Other Enhancamsifts 

[0063j| Hu* invorikm provides a platforom for many 
onhaapmremts to the current hyperhaik. Several poteaiM 
@fllra&nm&njs are outlined below. It is expected that these 
and other hyperfuft enhancement could be progonmngfl by 
a progcanmwT of ordtnany skill in the art given this disclo- 
sure. 

[OOfrlj] tf &mafl more inforruatfam" This feature, would 
pronajd for e-rrul address and allow advertises to send 
si ore ^formation to users who express interest in this way. 
This way a user can gather more irfonnatinm without 
necessarily having to follow the link. 

[0065fl "Statistical InfotaatSiaiSr. This feature, would 
allow advertisers to track statistics related to how, bow 
rauefe, when and under what cinamaflnrnass their advertise- 
ments were being utilized. 

[006$j] "Soueejisiftkes Infoanannnj':. This feature would 
allow advertisers to add "sweenstalfir entry information to 
the 4 *tooaW' enabling users to enter the swecpstdfaes with- 
out losing their train of though 

[OOOTfl FI&. 8 illustrates additional exemplary user select- 
able options of the present invention. In order to implement 
the exempted enbaneerl features, the "Chosfc it Later* (my 
list) window may be formatted as an HTML form where the 
"Cberik it Later* item(s) are placed on that form as HTML 
CheddBfiK items. This provides an interface for the user to 
be able to select one or all of the items for further pioeessnjg. 
FkQS. IDA and 10B illustrate a "my list* window 800 that 
has the features of the "Chetfc it Later* window. These two 
terms can be considesnfl interchangeable. The current 
options for further processing are d es n rihnfl below. 

[OOftfl E*un1 Links: 

[00&9i This Submit button the form calls a custom Java 
Server Page progeam which conajfflos all selected items into 
the text por&u) of an e-maffl message. The user is presented 
with a browser window contasmrg another form with fields 
for entering their e-mail address, the address of the recipient, 
the subject of the e-mail and any additional! message they 
might want to add. A "Send" button on the page submits this 
form to another Java Server Page program which sends the 
message via SMTP. 

[007*(] Dek^ Links: 

[0071]] Java&rtjflt subroutines are added to the "Ctkfic it 
Later** window when it is creased winch utflrac DHTML to 
remove checked items when the user chess on the "Deflate*" 
button. 

[00720 Make links into Internet Explorer Favorites: 

[007^0 Java&Mjflt subroutines are added to the "Okfit it 
Later 1 ' window when it is creased. When the user clicks on 
the "Mafce Favorites** button these p iugssnis utitixe DHTML 
to retrieve the content of checked items and call the^AddtV 
veritr** Windows API routine to allow the user to add each 
item to their Internet Explorer favorites. 

(0074j) PK». 9 illustrates another embodnrterlt of the cur- 
rent invention. This enibraannant adds the ability to change 
the skin or backgwnmti image for the menu that allows the 
user to access the muttifwutlion bypersnk features. The 
additk* Is roprefiemnrJ by block 900. In block 900 the 



progeam could use and/or inset a detank skin, a user selected 
skin, or an adverttsugjtexoer skin. The default skin coukfl be 
any skin selected or created by the progr amme r. An exem- 
plary skin 710, 712 for the large and small menus respec- 
tively are shown in PIG. tiXA. 

[0075]) The user may select a skin through any number of 
graphic user interfaces created by the progrunmm. An 
oxernetey interface 702 is illustrated in FKK. m& and 
KB. The interface shown is accessed by selecting byrjeranik 
700 shown on FIG. IDA. Other methods of providing the 
user access to an interface are well known in the art 
Interface 702 provides the user the ability to select a skin 
from a group of skins p io v i deil by the programmer. 
Bxampues of large menu skins 720, 7301, 740, and 750 are 
provided in FIG. filA. S imflarrrt y, examjfles of small menu 
skills 722, 732, 742, and 752 are also provided in FIG. EM 
Aheccatiaaiiy, the user may select their own skin or image 
for both large and small menus using text boxes 760 and 762 
respectihufy 

[00763 When the embodhnmti shown in FIG. 9 is used in 
coojttnetiifim with a search engine to search a web site or the 
Internet, the site owner or an advertiser may desire to inset 
a skin related to the search term entered. For exauude, if a 
user searching the Internet used the search term "realtof;, 
then a skin (banner advertisement) for a particular realty 
office or related web site could be dispftajEsfl. If the user were 
seardmg a specific site, for exanvjue a earnest manufacsmur, 
and used the search term "SLaT*!, then the skin could display 
an image of a single lens reflex earnest manutvtaiisii&dJd 
by the cameca marmfamumr. AddMom%, the skin could 
change after a pre-ndbmnti time period so that the manu- 
facturer could display their entire SLR prodnctt line to the 
user as they reviewer] the search results. Furthcnanne, the 
skin could change to reflect the product references by or 
related to the link that the userls porntor was over. For 
exampQe^ if the searcn results displayed links to product 
pages, product reviews, and/or press release*, then an image 
of the associated product could be displayed as the skin by 
correlating the product imageMsm with the link using a 
database. The display of an image related to the link could 
allow the user to quickly determine which links had the most 
interest. 

[0077j| w summary numerous benefits have been 
described with results from implying the concejfts of the 
invention. The foregoing description of the exemnlbny 
ombodaoeiUs of the mventnani has been prepared for the 
purposes of iUustratum and description. It is not intended to 
be exhausted or to limit the invention to the precise form 
disclosed. Obvious modifications and variations are posstbfe 
in light of the above teaching. The embodbnant was chosen 
and described in order to best illustrate the principals of its 
invention in its practical application to thereby enable one of 
ordinary skill to best utilize the mveonxan of various embodi- 
ments and with various modifuadiens as they are suited to 
the particular to which is contenqrikuUl. It is intended that 
the scope of the invention be defined by the claims appended 
hereto. 

What is claimed: 
1. A method for enhancing a hyperlink, comrmmg: 

displaying a hyperhnft in a first window of an application, 
wherein said hyperfixfe is associated with a uniform 
rosmues locator (URL) and a page; 
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detecting a cursor in praxbn% to said hyperlirik; 

displacing a graphkafl toolbar in proximity to said cursor 
while said cursor is in proximity to said hyperlirik, 
wherein said graphical toolbar is adapted to provide a 
plurality of user-seuerttdtik link e nhaao c BBBitts , said 
plmaffitty of user-seflerttrirJle link e nhan ce ment s compes- 
ing a user-fldtatidbfe link enhancement to display a link 
snapshot based on said bypcrfafl* 

reccrvaqg a first user selectiom of said link enhancement; 
and 

as a result of said first user selection*, 

capturing a display able demerit and said URL associ- 
ated with said hypcrhndk; and 

displaying a link snapdoctt, whereon said link snapshot 
coojpcffies said captured displays^ element, and is 
associated with said captured URL* and wherein] said 
link snapActt is adapted to cause said page to be 
displayed as a result of a second user selection of 
said link snapstot, said page to be displayed based 
on said captured URL, 

wherein the graphical toolbar is adapted to display one or 
more skins. 

2. The method of claim 1, whereon capturing said dis- 
pUyafcue element further compafess: 

reducing the size of said captured disphjoftfte element. 

3. The method of claim 1, whereon said link snapshot is 
displayed at an edge of a display dispfapng said first 

4. The method of claim 1, further cornpranng: 

displaying said page in a second window upon said 
second user selection of said link snapshot 

5. The method of claim 1, further comprising: 

retaining said link snapshot when said first window is 
closed. 

6. The method of claim 1, wherein said capturing and said 
displaying said link snapshot are perfosimoti by a second 
appficansm. 

7. The method of claim 1, whereon said displayaftfe 
element composes a graphic element, 

8. The method of claim 1, wherein said display able 
element compokas a text element. 

9. The method of claim 1, whereon at least one of the one 
or more skins correajmnrJ to the hyperhnfc. 

10. The method of claim 1, whereon at least one of the one 
or more skins corrcsnmnrJ to the first page. 

11. A method for enhancing a hypedofe, comprmng: 

displaying a first page having a hyperfir& in a first 
window of an application), whereon said first page is 
associated with a first unrfonm resource locator (URL), 
wherein said hyperiirJk is associated with a second URL 
and a second page; 

detecting a cursor in prosarity to said hyperinfe; 

displaying a graphkafl toolbar in proximity to said cursor 
while said cursor is in pronrn% to said hyperlink, 



whereon said graphical toolbar is adapted to provide a 
plurality of user-setontille link enhanecanaittg, said 
pluraiaty of iisern^brjutrik link etftancemertts compos- 
ing a user-scflBxtnmfe link enhancemarit to display an 
icon based on said first URL; 

receiving a first user selection of said link e nh a n ce men t; 
and 

as a result of said first user selectman, 

caponing said first URL associated with said first page; 

displaying an icon, said icon associated with said 
captured first URL, said icon adapted to cause said 
first page to be displayed as a result of a second user 
selection of said icon; and 

displaying said second page in said first window^ 

whereon the graphkafl toolbar is adapted to display one or 
more skins. 

ML The method of claim 11, whereon said icon is dis- 
played at an edge of a display displaying said first window. 

13. The method of claim 11, whereon said icon is dis- 
played as a button in said graphkafl toolbar. 

14. The method of claim 11, whereon said capturing and 
said displaying said icon are performed by a second appli- 
cation. 

15. The method of claim 11, whereon at least one of the 
one or more skins correspond to the hyperfnft. 

16. The method of claim 11, wherein at least one of the 
one or more skins correspond to the first page. 

17. A method for e nhan c ing a hyperfnft^ comerming: 

displaying a first page having a hypcrfiific in a first 
window of an application, whereon said first page is 
associated wim a first umfomm resource locator (URL), 
whereon said hyperlirik is assooaaed with a second URL 
and a second page; 

detecting a cursor in proximity to said hyper&rik; 

displaying a graphkafl toolbar in pronnmhy to said cursor 
while said cursor is in prosim% to said hyper&rn^, 
wherein said graphical toolbar is adapted to provide at 
least one iiser-seflerMkite link enhancement selected 
from a user-seJkdtdrJk link ennancoantntt to display a 
link snapshot based on said hyperfinfr, a user-reitonmte 
link enhancement to display an icon based on said first 
URL, a user-seiextefflle link enhancement to store a 
copy of said second page* and a iiser-sdtafeffite link 
enhancement to display said second page in a second 
window; and 

receiving a first user selection of one of said user- 
selectaUe link enharnxmrnitts, 

wherein the graphkafl toolbar is adapted t display one or 
more skins. 

18. The method of claim 17, whereon at least one of the 
one or more skins correspond to the hypcrfirik. 

19. The method of claim 17, whereon at least one of the 
one or more skins correspond to the first page. 

• * * * * 
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Alerting Abstract US Bl 

NOVELTY - A portable controller (126) has several control switches (152) and a non-volatile memory to store the 
user identification data including user's age and game performance data. A wireless transmitter transmits the stored 
information to a processor which authorizes the game execution based on the user's age and game performance data. 

DESCRIPTION - INDEPENDENT CLAIMS are also included for the following: 

A. Personalized portable video game controller; 

B. Interactive video system operation method 

USE - Interactive video game system capable of adjusting game operation corresponding to user's ability. 

ADVANTAGE - By the provision of wireless transmitter, video games are played on large screens without the 

requirement of control cables. By the inclusion of user's age in user identification information, game designed for 

any other specific age group is not operated by unauthorized user. 

DESCRIPTION OF DRAWINGS - The figure shows the wireless video game controller. 

126 Portable controller 

1 52 Control switches 

Title Terms /Index Terms/Additional Words: VIDEO; GAME; SYSTEM; PROCESSOR; AUTHORISE; 
EXECUTE; BASED; USER; AGE; PERFORMANCE; DATA; RECEIVE; CONTROL 
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Video game system has processor which authorizes game execution based on user's age and game 
performance data received from controller Original Titles:Personalized wireless video game system. Alerting 
Abstract ...NOVELTY - A portable controller (126) has several control switches (152) and a non-volatile memory 
to store the user identification data including user's age and game performance data. A wireless transmitter transmits 
the stored information to a processor which authorizes the game execution based on the user's age and game 

performance data. ... Personalized portable video game controller; Interactive video system operation method 

USE - Interactive video game system capable of adjusting game operation corresponding to user's ability 

ADVANTAGE - By the provision of wireless transmitter, video games are played on large screens without the 
requirement of control cables. By the inclusion of user's age in user identification information, game designed for 

any other specific age group is not operated DESCRIPTION OF DRAWINGS - The figure shows the wireless 

video game controljer.Class Codes International Patent Classification IPC Class Level Scope Position Status 
Version Date A63F-013/02 Main A63F-013/10 Manual Codes (EPI/S-X): W04-X02C Original Publication Data 
by AuthorityOriginal Abstracts:A video game system is described which includes a wireless game controller 
which stores information about the user of the controller. The controller includes a memory for storing the 
information. The information is communicated through wireless transmissions to a processor which can operate a 
video game. The personalized information can include, for example, the userprime s name, skill level, preferred 
characters, handicaps, limitations, and/or historical game scores. The game controllers can include a wireless 
receiver for receiving communications from the processor to update information stored in the controller. Several 
different communication operations and protocols are described, including storing a user identification code in the 
controller with corresponding detailed information stored in the processor, or storing detailed information in the 
hand held controller and down loading the information to the processor. Claims: A video game system 
comprising:a processor unit for executing game instructions and displaying video images on a delay screen, the 
processor includes a receiver for receiving wireless identification and control signal transmissions; anda 
personalized portable control comprising:a plurality of control switches for generating game control signals;a 
non-volatile memory for storing personalized identification information corresponding to a user of the controller, 
the personalized identification information comprises a user age, and historical game performance data; anda 
transmitter for wireless transmitting of the personalized identification and game control signals to the processor unit, 
wherein the processor unit authorizes game execution based on the user age, further the processor unit comprises a 
transmitting for transmitting the historical game performance data to the portable controller.Basic Derwent Week: 
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P.A. 
(57) 

A video game system is described which includes a wireless 
game controller which stores information about the user of 
the controller. The controller includes a memory for storing 
the information. The information is c o mujun acatefl through 
wireless transmissions to a pro ecssmr which can operate a 
video game. The persona Eae fl information can include, for 
example, the userls name, skill level, prefetnafl characters, 
handicaps,, limitations, and/or historical game scores. The 
game controllers can include a wireless receiver for receiv- 
ing comnMmirrtiinnr from the processor to update informa- 
tion stored in the controller. Several different < 
tion opeenfions and protoodte are descpJfaprj, inc 
storing a user identification code in the coatrafar with 
corresponding detailed information stored in the processor, 
or storing detailed information in the hand held controller 
and down loading the information to the \ 
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data with the CPU. The wireless controller can 
also include a battery saver circuit 156 which turns internal 
circuitry off, such as the transmitter^ when a piedeteramrati 
time elapses between activation of any of the control 
swfttfhss. This c inanity reduces power coamnqtifati, 5 
thereby, extsndkg time between battery replacement or 
recharge. 

Conclusion 

A video game system has been described which includes 
a wireless game controller which stores information about 19 
the user of the controHat. The controller includes a memory 
for storing the information. The informatics is then com- 
muflfcatotf through wirekfiE transmissions to a processor 
Operating the video game. The information can include* for 
example, the uteris name, skill level, preferred characters, \$ 
handicap*, h'mitauan^ and/or historical game scores. The 
game controllas? can include a wireless receiver for receiv- 
ing oommttanraagffls from the game processor to update 
information stored in the controller- Several different com* 
muntcatiac operations and protocols have been described* 
incltidang storing a user identification code in the controller ?8 
with cocre^ptiffiffing detailed infoanatknn stored in the game 
processes or storing detailed infonnatkm in the hand held 
controftnr and down loading the infonnatian to the game 
processed 

AHboogb specific embodiment have been illustrated and %$ 
described herein, it will be appreciated by those of ordinary 
skill in the art that any arrangement which is calculated to 
achieve the same purpose may be substituted for the specific 
embodiment shown. This applicatiom is intended to cover 
any adaptation* or variations of the present inventions so 
Thereto*, it is mamfe*% intended that this invention be 
limited only by the claims and the equivakafts thereof. 
What is claimed is: 
1. A video game system comparing: 
a processor unit for executing game instructions and 
displaying video images on a delay screen, the proces- 
sor include* a receiver for receiving wireless identifi- 
cation and control signal transmxsraura, and 
a persoattatsnfl portabOe control comprising^ 
a plurality of control switches for generating game 

contrail signals; . 
a non-vofaft& memory for storing persooaEacfl identi- 
fication informatkm corresponding to a user of the 
rcntfoffer* the rjersonafiasrJ identification inform*- 
tiofl comprises a user age, and historical game per- 
formance data; and 
a transmatsnr for wireless transmuting of the personal- 
ized identiflcatiosi and game control signals to the 
procoBaar unit, wherein me p roccaM unit authoriics 
game execution based on the user age, further the 
processes unit c omp rise s a transnuttiag for transmit- 
ting the historical game perfonaumac data to the 
poftahue corrtroflkir. 
%, 7h& video game system of claim 1 wherein the pro- 
cessor unit further co mp rise s a memory for storing user 
information! correspoatffiqg to a plurality of possible users. 

3. The video game system of cliim 2 wherein the user 
infoffflafrfto stored in the memory of the processor unit is 
retrieved for use by the processor unit in response to the 
ideittlflttriao signal transmiCtefl by the persooahajwfl pottabte 
controller. 

4. Hie video game system of claim 3 wherein the iden- 
tification signal is transmitted from the pcrsooalfo&fi portable 
controller with a transmission of each control signal. 

5. The video game system of claim 2 wherein the user 
iflfoftnsti&o stored in the memory of the processor unit is 
down loaded from the persooafimS portahQe controller prior 
to the operation of a video game. 
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6. The video game system of claim 1 further con^pristhgg: 
a wireless transmitter located in the processor unit for 

transmitting updated infonnatum to the personaiisscfl 
portable controller and 
a receiver located in the pcrsons fepfl portable controller 
for receiving the updated information for storage in the 
non-volatile memory of the personalfosfi portable con- 
troller. 

7. The video game system of claim 1 wherein the per- 
sonalized portable controller includes a removable recharge- 
able battery park. 

8. The video game system of claim 1 wherein the per- 
sonalized portable controller includes power saver circuitry 
for reducing the power consumption of the controHar when 
the controller is not in use, 

9. A personated portable video game controller com- 
prising: 

a wireless transmitter for transmitting user persomfccrJ 
information and video game control signals to a video 
game processor, the personafraafl identification com- 
prises a user age, and historical perfonrcance data; 

a plurality of input controls for generating the control 
signals in response to movements by a user; 

a nonvolatile memory for storing the user personafewfl 
information; and 

a receiver for receiving wireless transmissions from the 
video game processor, the received wireless transmis- 
sions including performance data to be stored in the 
non-votatiUe memory. 

10. The personated portable video game controller of 
claim 9 wherein at least a portion of the user peraonadfasfl 
information is transmitted to the video game processor with 
each control signal transmission. 

11. The personated portafeue video game controller of 
claim 9 whereon the user persoanfiizsij information is 
selected from the group comprising user name, video game 
skill level, video game operating preference*, previous video 
game scores, or user age. 

12. The vcnaoMSssBft portable video game controller of 
claim 9 whereas the user rjersorBuzzsti infonssstron is 
updated during video game operation via wireless transmis- 
sions from the video game processor. * 

13. The personated portable video game controller of 
claim 9 whereto the user persaaa&s£ information is trans- 
mitted from the controller to the game processor prior to 
interactive operation of a video game, 

14. The personated portable video game controller of 
claim 9 former comprising a removable rechargeable battery 
pack. 

15. The personaamefl portable video game controller of 
claim 14 wheredn the personrfrradi portafeue contractor 
includes power saver circuity for reducing the power con* 
sumptiosi of the controller when the controller is not in use. 

16. A method of operating an interactive video system, the 
method comprising 

activating a processing unit; 

transmitting persooafieoaB infonnatoon from a controller 
using wireless t ransnriss i nn s, the personnfisnfl identi- 
fication information coimrriiaaBj a user age, and histori- 
cal pcribna nma c data; 

storing the rjersonated inf ormatoon in a memory of the 
processing unit; 

authorizing orjeratkoi of a video game based upon the user 
age; 

transmitting updated personafiaoal information from the 
processing unit to the controller using wireless trans- 
missions; and 

storing the updated peraonafiaoa info rmatkra in a m emory 
of the controller. 
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17. The method of claim 16 whereto the persomfiuBfl 
infonmtkm is transmitter! from the controller prior to inter- 
active opcratiom of a video game. 

18. The method of claim 16 wherein the updated person- 
alized information is transmitted during interactive opera- 
tion of a video game. 

19. A method of o per a ti ng an interactive video game 
system < 
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activating a game proceratTg unit; 

transmitting personafimrl information from a controller 
using wireless transmission^, the persooafiBofl identi- 
fication information is stored in a memory of the 
controller and comprises a user age; and 

adjusting a video game based upon the user age. 
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Image display method; 

Computer readable medium storing image display programs 



USE - For controlling image display in on-line video game system using Internet and for commercial game 
machine, domestic game machine. 

ADVANTAGE - Changes the view point position smoothly, thereby image is displayed in most appropriate position 
to player, hence comfortable three-dimensional game is realized. 

DESCRIPTION OF DRAWINGS - The figure shows the rough sketch representing camera movement along virtual 
line. 
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Game system in whkfc an object is arranged in a virtual! 
threeHfinmnsiondl space including a display device an input 
device for outponms signals acconfiag to player opecatacms 
and a game control device for executing a game according 
to a program while checking the output of the input device 
and displaying a visual field image wetting the object on 
the display device. The visual field image is viewed from a 
pfedcl OTrri msrl view point positum in the virtual three- 
dimctKoonril space. The game controfl device includes a 
posmcm deterrnamigg device for detenniring* whether to view 
the object from a first view point positiaa whicfc is a back 
and stigbCOy inclined position toward a moving direction of 
the object to view an observation position set forward the 
object; or from a second view point position from which the 
observation point is viewed in a fixed direction rcganflfcss of 
the movement of the object 
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GAME SYSTEM, COMPUTER REA1II&BILE selecft^ m acowdanoe wmi a stale of the object by sctti»» 

STORAGE MEDIUM STOKING GAME a plurality of view point positions in the virtual three- 

PRQS&AM AND IM/VGE DISFL^MNG dimeitfijfwwfl space; and to display the visual field image on 

MEHMfH) the game screen viewing the object from view point pose 

§ tions moving from one positkm to another when the view 
pout posrtan) is swifdned* 

BACEGB3MM) OF THE INVENTKBN Acccrcfcng to another aspect of the firet embodfaremt of 

1 Field of the Invention thifeinvemia^, there is provided an image displaying method 

* arranging an object in a virtual Ihrrr ifcniiiiiiiimiH space and 

The present western relates to a a game system for ^0 displaying * visual field image on a game screen viewing the 
displaying an image of an object moving in a virtual object from apredeSeammsU view point position. A ptonfify 
three-dminnamnal space of view point positions are set or detennunetJ in the virtual 

2. Descrajriinn of the Related Ait threcHfini»nainnal space, the view point position is scleo 

Rcrumtjy, a game system wlanm performs three- tivety s ^*f fi . in accorc^nce with a state of the object, and 
dim******! process for a game picmre has become it 1^ ^^^^^°^ *™ ™ w ?** 
commsm. For exam**;, such as a shoe** game, a game ^T^Z *^ 

with a full of prescoee can be provided by displaying a , 4 . _ Ca1 _ _ . _ . 

three^mim^l situation in whirffa an , Acctglmg to these aspecte of the first embcfacUt of the 

nent durndtar is attacked eiicouowun oppo- invention^ an object m the virtual threc^nsnsmaal space is 

displayed on the game screen and the view point position is 
In suet a game systeno, a view point position and an 2© switched one after another in accordance with the state 
observation paint, as standaads for a display range, are change of the object position. The view poim rxrertan moves 
settled in accordbnae with the situation as adz display object smoothly whUe displaying the object when the position is 
for a character or a various kind of coostiMtam arranged at switched. According thte player can watch a picture from 
a predetermine cooaatnate position respectively on a game the most ap p r opr iate positkm in accordance with the game 
field settled in a virtual toree-dfinemsmndl space, 2* progress. Further* the player does not feel unccmfiDtbittfe, 

Thtu\ a player can operate the char acter while watching a resulting in * comfartdtite threenimiouaujnal game with full 
pietm* as if capuaned by a virtual camera which moves of P Tesem3C - 

around freely in a three-danonsnroil game field. Accenflmg to the second embodm»nt of mis mventkm, 

How^ tor example such as in a shooting game, a 30 ^^^^1^ 
character as an operatwm object genaW^n^veW rap- 30 8 T e /? MB corniced by a voted camera from a predator- 

id* Fur^^rraXT cha^^tTS^ TZ £*Jto ?J^Z^i f ^ t ° "51^ * **** 
ifZoJT^^t scene against anient cha^ ^!TT^ if" m ^ tece ^ \ 
Tnerrfwe., aprohflnm whkfc makes thteplaycr uncomfottttie 2SL*»^JIr^E - ^J^f 5 ° ni P™ c * V** V 0 ?* 

space turns around rapidly when the playnr watches a 35 ^^^T^Z^ ^^^-1 
specific observation point white foftiwam* the movement of i^^^** mo>nractnl of an. operate*) object, and a 

-n-**.-. Jam^en^ 

SUMMARY OF THE INVENTKIN 40 *wfc**ing alternative^ the first view point position to the 

, . . - second view point position correnjm nu mg to a state of the 

It * therrfcxc an cbje* of the present in v<^ to providte opeo&H. otq^ndTm^T^Zl conea alonH 

ISSL C °*HZ ? ^Z^^ vl^Il^ the fir^iew point pa*™ S 

Z^ J& TT"???? fofd,s P h ^8*» Mne "coad view^Tp^iM, while keS^Tof cpt^ 

fctt^^^f ^ d0eS " t « tag U» opotfea object when the pott potato* 

give the player an uncog mmtt e feeling when an opeiitera switched 

2^Sl£^d££ 8amC ^ * °* 

%i «k ■ TTir ^. , ^ w this tavontioav thnmis p^ovaifbfl a compnter readabOc storage 

Now, the present invention wfll be descrmeCl medium inemdang a prosmm for allowing a conmnter con^ 

Aeeanflmg, to the first embodnnom of this mventkm, there 9® sthutmg a game system, the game system disptayir^ a 

it prorited a game system arranging an object in a virtual picture captured by a virtual camera from a prcdetarnmsti 

WreeHtefflnsiooil space and displays^ a visual field image view point position to an object movmg m accordance with 

on a game screen viewan$ the object from a preactommsrJ a pla>«r§s operation in a virtual ttuee^ahnsnsiirail space, to 

vtew point posdian. In the game system a plurality of view toflCtk*] as, a view point position setting device for setting 

pen* positions are arranged in the virtual three-<lnne7»imidl & a first view point positioo to view a prefttanrimstt obso> 

space, the view point position is sekxtincQy switdwfl in vatioe point ibhVnwing a movemont of an operation object 

accordance with a state of the object, and a visual field image and a iecond view point ponftmoni to fixedly view the opera- 

is displayed on a game screen viewing the object from view tion object in a predeaonnmstl ovectaon, and a virtual camera 

point positacms moving from one position to another when setting device for arranging the virtual camera by switching 

the view point rxKitoem is switclwfl. the first view point position aJlcrnatiw% to the second view 

AeeOf&t& to another aspect of the first embodiment of point position corrennsmffiin; to a state of the operation 

th fe in veotisni, there is provided a computer readable record- object, and for moving the virtual camera along a virtual line 

Ing medium mcludnaj a program for allowing a computet, connecting the first view point position to the second view 

included in a game system arranging an object in a virtual pout position while keeping a state of capturing the opera- 

gams space and m'splayikn^ a visual field image on a game 66 tion object when the view point position is swtafretJ. 

mcm vfewanj ah object from a rjrcdeammhisti view pomt Aeeo*&S£ to another aspect of the second emtadansmt of 

pest**!, to function so as to switcl the view point position there isprov*&ri an image display mttori 
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process in step S7 corrcqpontiifff to the case (c) will be 
cxptaaneH by referring to FIG. 8. FIG. 8 illustrate the 
method to move the virtoafl camera along the virtual line 
connecting* the first view point position PI and the second 
view point positron P2, wherein the first view point position 
PI shown in FIG. 3 is superinnssstf on the second view 
point position P2 shown in FIG. 5. In this case (c), a virtual 
line connecting the first view point position PI to the second 
view point position P2 is set as a path for the view point 
position change of the virtual camera in accordance with a 
distance between the playeffe own character 31 and the 
opponent character 32. Still, it will be *g«"nrHf in the 
following explanation that the virtual line is a straight one, 
howewar, the virtual line may be a curved line. 

In FIG, 8, it is assumed that the virtual camera is in a state 
where it is set at the view point portion PI and the condition 
of step S3 is not satisfied (d>D>. At this point of time, if the 
playfifss own character 31 approadhes the opponent charac- 
ter 32 and the condition of step S3 is satisfied (d<D\ the 
virtual camera starts moving and moves on the virtual line 
L along an arrow A to the view point position P2. StuT, the 
visual field image is kept to face the observation point p even 
during the virtual camera is moving. 

On the other hand, in FIG. 8, it is assumed that the virtual 
camera is in a state where it is set at the view point position 
P2 and the condition of step S3 is satisfied (d^D). At this 
point of time, if the condition of step S3 is not satisfied and 
the played 1 & own character 31 leaves the opponent character 
32 far beyond (d>D)» the virtual! camera starts moving and 
moves in the opposite direction] on the virtual line L along 
the arrow B toward the view point position PI. 

Here, the moving speed of the virtual! camera on the 
virtoafl line L can be settled as required. For example* in the 
ease where the virtoafl camera moves along the arrow A, if 
the distance betw e en the playoffs own character 31 and the 
opponent character 32 is rapidly shortened, the virtual 
camera had better be moved quickly to follow it, while if the 
distance between the playoffs own character 31 and the 
opponent character 32 is slowly changed}, the virtuafl camera 
had better be moved slowly. 

Thus, it is avoided that the player watching the game 
ptetow feck uncoenforMbk as a result of rapid change of the 
view point or that the visMty turns for worse by smoothly 
m ovtng the virtoafl camera along the virraaH line Land not by 
8 warning the virtoafl camera position instantly from the first 
view point position PI to the second view point position P2* 

Bacfong to FIG. 6, in step S8, an image processing is 
perfasmsti by generating image data in accordance with the 
processing result in step S7 at image processing portion 17 
and outpoatmg the picture on the monitor 19 is perforawjfl. 
In the generated image data, objects such as the playcr^s own 
character 31 and the opponent character 32 are arranged by 
converting the coordinates as viewed from the view point 
pofftfets where the virtoafl camera is arranged. If the pro- 
cessing of step S8 is finished, the process returns to step SI 
and the processing of step SI to S8 is repeatedly perforanefl 
during the game proceeds. 

In the above mentioned embocnmarl), the shooting game 
in which the pkyef & own character 31 and the opponent 
character 32 fight each other was explained, howevw this 
tavenffen is not limited to this embodamem and is applicable 
to another type of the game. Further, a game system which 
embodies this invention can use a busine^ use game 
matMcfi, home use game machine, or on-line game system 
via internet and the like. Still, as the storage medium storing 
Ike gam pfog&mi wfakfe makes this invention function, 
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CD-ROM. floppy disc, hard disc and other storage medium 
can be used in addition to DVD-ffiffiBfl. 

As explained above, acconftqg to this invcntksn, a game 
system capable of displaying a game picture by means of 
whkn a player feeb presence and does not feel unooanfatt- 
able can be provided by setting a phnau% of view points on 
the game field in the virtual three^arrrBnsBOTBal space, 
switching selectrwdly the view point position of the visuafl 
field viewing the object* and displaying the visnaH field 
image during the movemem between different view point 
posit MIPS. 

What is claimed is: 

1, A game system in which an object is arranged in a 
virtual three^hninnsmnal space, compnoHn^: 

a display device for disptayung a game screen; 
an input device for outpatfhg signals according to opera- 
tions by a player; and 
a game contrail device for executing a game according to 
a preoVsnnrntasti program while checking the output of 
the input device and displaying a visuafl field image 
inchufcag said object moving to a moving direction on 
the game screen through the display device, the visual 
field image being viewed from a view point position in 
the virtuafl thiee-dfimcusrooal space,' 
wherein) the game contrail device comprises: 
a position determining device for determining a view 
point position) between a first view point position 
which is a back and slightly inclined position toward 
the moving don of said object to view an observation 
point set forward of said object moving to the 
movmg direction,, and a second view point position 
0 a side of said object relative to the moving direc- 
tion and from whkn the observation point is viewed 
fixed regarcftess of the movemem of said object in 
accordance with a state of said object; and 
a switch contrail device for swfaannc, between the first 
view point position and the second viewprihlt posi- 
tion when said object reaches a prectoanninaeU 
position, the switch control device being arranged to 
move between the first and second view point posi- 
tions on a line between them when they are switched, 
and while switching been the first and second view 
point position^ displayik^ the view field image from 
moving view point positions on the line between the 
first and second view point positions. 

2, A game system accenting to claim 1, whereon the 
position determining device is arranged to situate the second 
view point position aslant and to the side of said object such 
that the side of said object is viewed on the game screen. 

3, A game system dispfajnng an image on the game screen 
captured by a virtual camera from a pre on le mmmeB view 
point position to an object moving in a virtual three- 
dimemnandl space in accordance with a playefSs operation, 
whereon the game system composes: 

a view point penuaon setting device for setting a first view 
point position which is a back and sligbOy inclined 
position toward a moving direction of sad object to 
view an observation point set forward of said object 
moving to the moving direction and a second view 
point position relative to the moving direction and from 
which the observation point is viewed fixed rcganfficss 
of the movement of said object in accordance with a 
state of said object; and 

& virtual camera setting device for arranging said virtual 
camera by twfe&ing alternatiwaty said first view point 
$q§&m to said werad view point pa&i&H cotre^pocti- 
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ing to a state of said object and for moving said virtual 
earned along a virtual! line coooecdin^ said first view- 
point position with said second view point position 
while keeping a state of capturing said object when the 
view point position is switched. 5 
4. A computer readabfte recording medium recording a 
program for allowing a computet, included in a game system 
in wtridB an object is arranged in a viral threenfmunsamnal 
space* to function as the following: 

a display device for displaying a game screen; 10 
an input device for outputtiing signals according to opera- 
tions by a player; and 
a game contort device for executing a game according to 
the program while checking the output of the input 15 
device and displacing a visual field image inchidmg 
said object moving in a moving direction on the game 
screen through the display device, the visuall field 
image being viewed from a view point position in the 
vutuafl three-dniHmscoBal space, 
whereas the game contrail device comprises: 

a rxwition deteoaimrng device for determining one view 
point position between a first view point position 
whidb is a back and sligjn% inclined position toward 
the moving direction of said object to view an 
observation point set forward of said object moving 
to the moving direction, and a second view paint 
position on a side of said object relative to the 
moving direction and from which the observation 
point is viewed fixed regarded of the movernent of 30 
said object in accordance with a state of said object; 
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a switch contidl device for switching between the first 
view point position and the second viewpoint posi- 
tion when said object reaches a prcdatsrmhsdd §$ 
position, the switch contrafl device being arranged to 
move between the first and second view point posi- 
tions on aline between them when they are switched, 
and while switching between the first and second 
view point positions^ displaying the view field image 43 
from moving view poontt positions on the line 
between the first and second view point positions. 

5. A composer readahUe reconfing medium according to 
claim 4, wherein the position determining device is arranged 

to situate the second view pou* position aslant to the side of 4$ 
said objert such that the side of said object is viewed on the 
game screen. 

6. A c o mpu ter readable storage medium mdudmg a 
program for allowing a companer conuttoiimj a game 
systaq, the game system displaying a picture captured by a 
virtual camera from a predctaannmarJ view point position to 
an object moving in accordance with a players operation in 
a virtual tbree-tfmumaniail space, to function as: 

a view point pofinum setting device for setting a first view 
point position to which is a back and slightly mclined 55 
position toward a moving direction of said object to 
view an observation point set forward of said object 
moving to the moving direction and a second view 
point position on aside of said object relative to the 
moving direction and from which the observation point 60 
is viewed fixed regantkss of the movement of said 
object in accordance wit a state of said object; and 

a virtual camera setting device for arranging said virtual 
earned by swifeMng said fit view point position alter- 



natively to said second view point position cancuncntt- 
ing to a state of said object, and for moving said vital 
camera along a virtual! line connedfing said first view 
point position to said second view point position while 
keeping a state of capturing said object when the view 
point position is switched. 

7. An image display method for a game system in which 
an object is arranged in a virtual! tbxeedmmnnsmnal space, 
the game system inchidheg a display device for displaying a 
game screen* an input device for outpntanng signals accord- 
ing to operations by a player, and a game control device for 
executing a game according to the pr ogpmi while checking 
the output of the input device and displaying a visuall field 
image mchufing said object moving to a moving direction on 
the game screen through the display device, the visual field 
image being viewed from a view point position in the virtual) 
three^finoenamnal space, the method comprising the steps 
of: 

determining one view point position between a first view 
point position which is a back and sligfrdy mclined 
position toward the moving direction of said object to 
view an observation point set forwaod of said object 
moving to the moving direction, and a second view 
point position on a side of said object relative to the 
moving direction and from which an observation point 
is viewed fixed reganfflsss of the movement of said 
object in accordance with state of said object; and 

switching between the first view point position and the 
second view point position when said object reaches a 
predetefflmnuri] position by moving between the first and 
second view point positions on a line between them and 
while switching between the first and second view 
point positions*, displaying the view field image from 
moving viewpoint positions on the line between the 
first and second viewpoint positions. 

8. A method according to claim 7, further comprising the 
step of determining the second viewpoint position as a 
position aslant and to the side of said object such that the 
side of said object is viewed on the game screen. 

9. An image displacing method displaying a visuall held 
image viewed from a pr ede h aimmdl view point position by 
a virtual camera toward an object moving in accorda nce 
with a playeris operation in a virtual thrce-dnxBUBunail 
space, compnumg; 

a view point position setting device for setting a first view 
point position for which is a back and slightly mclined 
position toward a moving direction of said object to 
view an observation point set forward of said object 
moving to the moving direction, and a second view 
point position on a side of said object relative to the 
moving direction and from which the observation point 
is viewed fixed reganS&ss of the moXkanent of said 
object in accordance with a state of said object; and 

a virtual camera setting device for arranging said virtual! 
camera by aHefnatfanfy switching said first view point 
position to said second view point position in accor- 
dance with a state of said object, and moving said 
virtual camera along a line connedfing said first view 
point position with said second view point position 
while keeping a state of capturing said operas object 
when the view point position is switched. 
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Alerting Abstract GB A 

NOVBLTY - The device has an original image data store with temporary stores for captured image and parts of 
cutout image data from the captured image. A program store is provided for image creation program, write programs 



to capture image data, read programs for data stored, cutout program for specifying area of image to cut out and 
read/display programs to read cutout image data store. 

DESCRIPTION - The device captures video signals from a TV receiver, video camera, VCR etc.. It processes the 
image data to create an image defined by the user. The game machine (10) CPU process an image created using 
programs stored in memory. Memory cartridge (30) contains ROM (31) with different storage regions for system 
programs. Its RAM is used to store image data for the user to create an image. 

In use, objects are displayed on screen (50) for the user to select, icons show functions selectable. User presses an 
operating switch (24) to specify actions of the player characters or objects and select commands in image creating 
mode. 

USE - For moving images, video game machine. 
ADVANTAGE - Easy, simple operation. 

DESCRIPTION OF DRAWINGS - Perspective view of structure of device. 
10 game machine 
24 user input switch 
30 memory cartridge 

Title Terms /Index Terms/Additional Words: IMAGE; DEVICE; VIDEO; GAME; MACHINE 
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Class Codes Manual Codes (EPI/S-X): W04-N05C3 Original Publication Data by Authority...Original 
Abstracts:A frame of still picture data is captured at an instant specified by a user from video signals supplied from 
a given video source, such as a television receiver, a video camera, etc., and the image data is displayed. When the 
user specifies an area of image to be cut out from the displayed still picture, the image data in the specified area is 
cut out and recorded as a cutout image. Each cutout image recorded is displayed in the form of an icon. When any 

of the icons is selected by the user, the corresponding cutout image data is read Claims: What is claimed is:l. An 

image creating device for capturing image data supplied from a given video source and combining the image data 



with original image data to create a desired image, or an image means, said image creating device 

comprisingroperation input means for inputting instructions required for image creation according to operation by a 
user;original image data storing means for temporarily storing the original image data;first temporarily storing 
means for temporarily storing captured image data;second temporarily storing means for temporarily storing at 
least one piece of cutout image data cut out from the captured image data;third temporarily storing means for 
storing image data for said desired image to be displayed;program storing means for storing program data for the 
image creation; andprocessing means for conducting processings for the image creation on the basis of the program 
data for the image creation stored in said program storing means;wherein the program data stored in said program 
storing means includes,a first write program responsive to operation of said operation input means, for capturing 
the image data supplied from said given video source and writing the image data into said first temporarily storing 
means as said captured image data,a first read/display program for reading the captured image data stored in said 
first temporarily storing means and displaying the captured image in said display means,a cutout program for, 
when said operation input means is operated to specify an area of image to be cut out from the captured image 
displayed in said display means, temporarily storing the image data corresponding to the specified area into said 
second temporarily storing means as said cutout image data,a second read/display program for reading the cutout 
image data stored in said second temporarily storing means and displaying the cutout image data as an icon in part 
of screen of said display means,a second write program for reading the original image data stored in said original 
image data storing means and writing the original image data into said third temporarily storing means,a third write 
program for, when said operation input means is operated to select the icon of said cutout image in order to 

combine original image displayed in said display means to be changed which was specified by operation of said 

operation input, writing the corresponding cutout image data stored in said second temporarily storing means upon 
the corresponding region in said third temporarily storing means, anda third read/display program for reading the 
combined image data stored in said third temporarily storing means in which said cutout image data is written and 

displaying the combined image data in said display means An image creating device for capturing image data 

supplied from a given video source and combining the image data with original image data to create a desired 

image, or an image means, said image creating device comprisingroperation input means for inputting 

instructions required for image creation according to operation by a user;original image data storing means for 
temporarily storing the original image data;first temporarily storing means for temporarily storing captured image 
data;second temporarily storing means for temporarily storing at least one piece of cutout image data cut out from 
the captured image datajthird temporarily storing means for storing image data for said desired image to be 
displayed;program storing means for storing program data for the image creation; andprocessing means for 
conducting processings for the image creation on the basis of the program data for the image creation stored in said 
program storing means;wherein the program data stored in said program storing means includes,a first write 
program responsive to operation of said operation input means, for capturing the image data supplied from said 
given video source and writing the image data into said first temporarily storing means as said captured image 
data,a first read/display program for reading the captured image data stored in said first temporarily storing means 
and displaying the captured image in said display means,a cutout program for, when said operation input means is 
operated to specify an area of image to be cut out from the captured image displayed in said display means, 
temporarily storing the image data corresponding to the specified area into said second temporarily storing means 
as said cutout image data,a second read/display program for reading the cutout image data stored in said second 
temporarily storing means and displaying the cutout image data as an icon in part of screen of said display means,a 
second write program for reading the original image data stored in said original image data storing means and 
writing the original image data into said third temporarily storing means,a third write program for, when said 

operation input means is operated to select the icon of said cutout image in order to combine original image 

displayed in said display means to be changed which was specified by operation of said operation input, writing the 
corresponding cutout image data stored in said second temporarily storing means upon the corresponding region in 



said third temporarily storing means, anda third read/display program for reading the combined image data stored 
in said third temporarily storing means in which said cutout image data is written and displaying the combined 

image data in said display means What is claimed is:l. In a software-controlled home video game machine 

system specifically designed for interactive 3D video game play, including 3D animated graphics and associated 
sound generation, said home video game machine system including a user-operable hand-held controller having a 
housing and a joystick provided thereon communicating with (i) a main processor, (ii) a 3D graphics coprocessor 
connected to the main processor for providing at least polygon coordinate transformation and light source 
processing, and (iii) at least one memory including a frame buffer communicating with the 3D graphics 
coprocessor, said at least one memory storing plural polygon coordinates defining surfaces of 3D animated video 
game characters, the home video game machine system playing interactive games based on software loaded therein, 
a method for allowing a video game player to create animated 3D images from captured! 2D image data and interact 
with the animated 3D images to provide interactive game play, comprising:(a) providing a captured 2D color image 
to the home video game machine system for storage into said at least one memory;(b) allowing the video game 
player to select a portion of the captured 2D color image by operating the user-operable hand-held controller of the 
home video game machine system, the selected portion being at least temporarily stored in said at least one 
memory communicating with the 3D graphics coprocessor of the home video game machine system ;(c) processing, 
with at least one of the home video game machine system main processor or the home video game machine system 
3D graphics coprocessor, the selected 2D color image portion to convert the selected 2D color image portion into a 
color texture;(d) texture mapping, using the home video game machine system 3D graphics coprocessor, the color 
texture obtained from the processed selected 2D color image portion onto a predefined surface of a 3D video game 
character defined by plural polygon coordinates stored in the at least one memory communicating with the 3D 
graphics coprocessor; and(e) animating and displaying, using at least the main processor and 3D graphics 
coprocessor, the 3D video game character having the applied color texture to provide interactive video game play in 
response to manipulation of the user-operable hand-held controller. 
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in the form of an icon. When any of the icons is selected by 
the user, the corresponding cutout image data is read and 

Cd in a part to be changed in the original image data, 
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image in the selected area is cut out in step S41. When it is into the RAM 32 (or the writable region 45B in the magnetic 

required that the size of the cutout image be changed, a disk 45) and the routine moves to the operation in step S8 

of changing the size (a process of enlarging or When the icon indicate cancehag is selected, this is 

the cutout image is written into a free area in the storage s sciccuus pnxxas m sicp <». 

region 154. Next, in step S44, the cutout image data stored Next, with the character having the face cut out and pasted 

in the respective areas in the stora^ region 154 are dis- onto it as described above being displayed as shown in FIG. 

played as icons on the right side of the screen as shown in 18 > operation for causing the character to move (i.e., be 

FIG. 15, with the latest cutout image being displayed in the 10 animated) in a desired way will be described. In this case, as 

large area in the center of the screen. At the same time, icons ™ shown in FIG. 18, the face part of the character is changed 

for selecting saving or canceling of the latest cutout image to 100 cutout color captured image, and textures of clothes 

are displayed on the left side oftme screen. Next, in step S45, chosen by the user are pasted thereon, 

it is determiner! whether the icon for specifying "Save"' is Then, as shown in the left side of the display in FIG. 18, 

selected. When "Save*' is not selected, it is determined in icons for selecting types of motion of the character are 

step S46 whether the icon indicating "Caned" is selected. displayed. When one of the icons is selected, an animation 

When neither of the icons is selected), the routine returns to display program (a program for realizing display of motion 

the operation in step S44 and the operations in steps S44, of the character) corresponding to the selected icon is read 

S45 and $46 are repeated. from the storage region 314 in the ROM 31 or from the 

When the icon indicating "Save" is selected, it is decided storage region 454 in the magnetic disk 45, and written into 

in step S45 and the routine moves to the next step S7. When toe transfer and storage region in the RAM 15. Then the 

the icon indicating "CancefT is selected, it is detected in step CPU 13 executes the transferred animation display program 

$46 and the routine returns to the cutout area selecting to calculate coordinate data of the polygons of the character, 

process in step S5. frame by frame, according to prcviomfly p r epared movement 

Next, referring to FIG. 10, the process of saving the cutout # P***"* *° d animations. Further, textures (pattern tiles) of 

image (step S7) will be described in detaiL First, instep S51, *° nand$ > lc 8** txxty. clothes, etc. are pasted on the indi- 

tbe process of comcung; the color captured image stored in vidual P** 4 * of me character on the basis of the calculation 

the storage region 153 is perfonme4 and then the color about a plurality of polygons, and they are written into the 

captured image data is transferred and stored into the storage storage region 155. The texture data written in the storage 

region 155. In the process of corrects*!, color captured 18 155 * «ad *nd displayed, to give motion to the 

image, when the captured image is a face of a person* the ^dividual parts of the body of the character as a still object 

face is represented in an egg-shaped area inside the rectan- shown in FIG. 18. 

gutar box (see FIG. 15). According^ the captured image The user can play games by using the image created in the 
data in the four corneas of the rectangular box is shaded or above-described embodmarit. In this case, the user operates 
masked off. Or, alternatively, color data in two separate, §§ the direction specifying switch 22 or the analog stick 23 to 
distinct points in the face (e.g, forehead and chin) can be specify movement of the created character, and the back- 
added and divided by two to obtain the average, and the ground image is changed by program according to the 
average color data is written in the part of the captured movement of the character. 

image data outside the face outline. Another method of Wlnle the above-d cs oi lh arj embodnmntt pr o vides an 

correcting the captured face image involves writing color 40 example in which image of a part of the body (e.&, the face) 

data as if a filter or mask is superintrjnKri on the cutout color of an initial image, e.g., an image of a character, is changed 

captured image, wherein the filter or mask is transparent in to a separately captured color image, it is noted here that the 

the egg-shaped part surrounded by the rectangular box and present invention can be applied with a variety of modify 

the transparency decreases (i.e., the mask becomes more cations and changes. For example* the face part can be 

opaque) in areas outward from the periphery of the egg- 45 changed to a face of an animal, or an original picture of an 

shaped part The color captured image thus corrected is animal can be used and the face of the original picture can 

enlarged and displayed in a large area in the center of the be changed to a face of another animaL 

CRT display 52 (see FIG. 16) and is superhnposed onto the While the present invention has been described in detail, 

shoulders of the character to receive the captured facial tbo foregoing description is in all aspects illustrative and not 

una S e " SO restrictive. It is understood that numerous other modifies- 

At the same time, a plurality of icons of textures showing tions and variations can be devised without departing from 

previonriy captured cutout images are displayed around the the scope of the invention, 

display frame, and various commands are also displayed. What is claimed is: 

Next, in step S52, il is determined whether the cutout color 1. In a software^annnllkrJ home video game machine 

captured image should be saved in the external storage 55 system specifically designed for interactive 3D video game 

medttMQ, o.g,, in the storage region in the RAM 32 (or in the play, including 3D animated graphics and associated sound 

writafefle region 45B in the magnetic disk 45). When the user generation, said home video game machine system inchid- 

does not select the icon imlicatrng saving, this is detected in ing a user-operatne hand-held controller having a housing 

step S52 and the routine moves to step S53, The program and a joystick provided thereon communicatory with (i) a 

detects in step S53 whether the icon mmcating canceling is so mam process^, (ii) a 3D graphics coprocewnr connected to 

selected^ and if it is determined that the icon is not selected; the main processor for providers at least polygon coordinate 

the routine moves to the operation) in step S51. In this way, transformation and light source processing and (iii) at least 

when none of the commands is selected, the operations in one memory includmg a frame buffer commoinratin^g with 

steps S51,S52 and S53 are repeated. At this time, if the user the 3D graphics coprocesecg, said at least one memory 

selects the command indicating saving (or backup storage), w storing plural potygem coordinate defining surfaces of 3D 

this is detected in step S52 and color data of the pturahty of animated video game characters, the home video game 

cutout images stored in the storage region 154 are written machine system playing interactive games based on soft- 
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ware loaded therein, a method for allowing a video game the 3D character using the home video game machine 

player to create animated 3D images from captured 2D system 3D graphics coprocessor. 

image data and interact with the animated 3D images to 4. Hie method of claim 1 wherein step (b) includes 

provide interactive game play, comprising; allowing the game player operating the user-cjwaflstte hand- 

(a) providing a captured 2D color image to the home 5 held controller to adjust brightness contrast and/or tone of 
video game machine system for storage into said at the captured 2D image. 

least one memory; 5. The method of claim 1 wherein step (b) includes 

(b) allowing the video game player to select a portion of allowing the game player operating the user-opecafeQe hand- 
the captured 2D color image by operating the user- held controller to add or change portions of the captured 2D 
operable hand-held controller of the home video game 10 image> 

machine system, the selected portion being at least 6. The method of claim 5 wherein step (b) includes 

temporarily stored in said at least one memory com- allowing the game player operating the user-operafcue hand- 

mumcating with the 3D graphics coprocessor of the held controller to modify the nose portioa of a captured 2D 

home video game machine system; ^ ferial image. 

(c) processing, with at least one of the home video game 7. The method of claim 5 wherein step (b) includes 
machine system main processor or the home video allowing the game player operating the user-operafcue hand- 
game machine system 3D graphics coprocessor, the held controller to modify the ear portion of a captured 2D 
selected 2D color image portion to convert the selected fecial image, 

2D color image portion into a color texture; ^ 8. The method of claim 5 wherein step (b) includes 

(d) texture mapping, using the home video game machine allowing the game player operating the user-opcrafcfte hand- 
system 3D graphics coprocessor the color texture held controller to modify the hair portion of a captured 2D 
obtained from the processed selected 2D color image fecial image- 
portion onto a predefined surface of a 3D video game 9 The method of claim 1 wherein step (a) includes 
character defined by plural polygon coordi nates stored M automatically masking off all but a; facial portion of a 
m a * le "* ° nC _°° €m ° fy co mm il l l i tJ ti "g w*™ to 3D captured 2D image so that the facial portion can be selected 
graphics coprocessor; and m gtq, (b) and stored in the at least one memory. 

(e) animating and displaying, using at least the main 10. The method of claim 1 whereon step (c) includes 
processor and 3D graphics coprocessor, the 3D video converting the captured 2D image to texture data and step 
game chnrarlrr having the applied color texture to 30 (d) includes using the home video game machine system 3D 
provide interactone video game play in response to graphics coprocessor to utilize said texture data to texture a 
manipulation of the user-openMk hand-held controller. fecial portion of the 3D video game character defined by 

2. The method of claim 1 wherein step (a) c omp r i se s polygon data stored in the at least one memory, 
capturing live video from a cameo and generating a 2D still 11. The method of claim 1 further comprising allowing 
image from said captured video and storing the 2D still 35 the video game player to edit to a.snrface of the 3D video 
image in the at least one memory < 1 umipwii, Sfag with the game character other than the predctemmnufl surface by 
home video game machine system 3D graphics coprocessor. m amputation of the user operable hand-held controOai. 

3, The method of claim 1 wherein step (b) includes 12. The method of claim 1 whereas the video game player 
displaying a cutout window overlaid onto the captured is allowed to edit the prede k ii nuun fl surface of the 3D video 
image and allowing the game player operating the user* 40 game character through operation of the user-onesaftfe hand- 
operable hand-odd controOnr to change the position and held controller after the color texture is texture mapped onto 
dimensions of the cutout window so as to select a cutout the predefined surface of the 3D video game characnar. 
portion of the captured 2D image and store the selected 

cutout portion in the at least one memory for application to ♦ ♦ * 
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Alerting Abstract WO Al 

NOVELTY - A broadcasting control system (15) receives signals including video programs and generates video 
signals of each video program sequentially. A transmission system (9) transmits the generated video signals, and 
displays (4) corresponding to the game machines display the video signals. 
USE - Display system for game machine room. 

ADVANTAGE - Each display can display a still picture of an image displayed when a jackpot occurs in a 
corresponding game machine. 

DESCRIPTION OF DRAWINGS - The drawing shows the display system. 
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broadcasting control system (15) and a plurality of displays (4) which are disposed correspondingly to the game 
machines (2) and display the video signals transmitted from the transmission system. The display devices (4) are 
characterized in that they each have means (42) for displaying a still picture of an image which has been displayed 
when a jackpot occurs in the corresponding game machine corresponding to the devices... 
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(34)THte: DISPLAY SYSTEM IN GAME PARI40R 



(57)Abstattt 

A display system used in a game parlor where a plurality of 
game machines (2) are disposed, comprising a broadcasting control 
system (15) which receives broadcasting signals including a 
plurality of video program* and generates video signals of each 
video program sequentially, a transmission system (9) which 
tfansmits the video signals generated by the broadcasting control 
system (15) and a plurality of displays (4) which are disposed 
correspondingly to the game machines (2) and display the video 
signals transmitted from the transmission system. The display 
devices (4) are characterized in that they each have means (42) for 
displaying a still picture of an image which has been displayed 
when a jaripftf occurs in the 
corresponding to the devices. 
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Alerting Abstract WO A 1 

NOVELTY - Display system comprises image control system which generates video signals of a number of video 
programs sequentially, a transmission system for the video signals and a number of displays placed corresponding to 
the individual game machines which display the video signals. When a jackpot is hit in a game machine, the 
corresponding display displays an image which has been displayed as an image when the jackpot is hit as a still 
picture. 

USE - Display system in game parlour. 



DESCRIPTION OF DRAWINGS - The figure shows the display system. 

2 Game machines 

1 5 Image control system 

9 Transmission system 

4 Displays 
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displays are characterized in that when a jackpot is hit in a game machine (2), the corresponding display displays an 
image which has been displayed when the jackpot is hit, as a still picture 



PCT 



| | | ^ 




(5t)) smsf&Mft 

Ad3F7/B?,5/04 



Al 



(II) S(S^I8#^ 
(43) BB£gf!H 



Wflia9Ba5Bffl2 



17tt(17.06i>?) 



(11) BflRWJK#« 

(22) msmmn 



PCT/JP97/04535 
^7*1^ iK&B?(10il2.97) 



(71) mmtA am$m< ^mmmtobmi) 

(KABUSHIKI KAISHA ACE DENKEN)[JP/J^ 

TlllM) ai^ffltoRl^WlMKJTglia®^ Tokyo, (JP) 

(72) *J<fctf 

(75) fcRtf/ffiBA (*S(COV>T(0^) 
#J*##(ra«&Efi«^0, Takatoshi)[JPOTl 
©a^B§VPaURUMI, Masayuki)[JP/JP| 

TiiiM) x&m*Ji&&kmxTm vsm 

*fc5t£tfc 3c-^«9frt Tokyo, (JP) 
(74) fllA 

#9ii± Sfflft^, fl*3NH^A,Ka^ 
*«HS tT/kTWl'Ktoagawa, (JP) 



(81) AU.JP.US. 



(54)TMte: DISPLAY SYSTEM IN GAME PASUffi AND DISPLAY USED THEEEKOR 



(57) Abstract 

A display system used in a game parlor 
where a plurality of game machines (2) are 
disposed, comprising an image control system 
(15) which generates video signals of a 
plurality of video programs sequentially, a 
transmission system (9) which transmits the 
video signals generated by the image control 
system (15) and a plurality of displays (4) 
which are disposed cnrrrtpomfag to the 
individual game machines (2) respectively and 
display the video signals transmitted from the 
transmission system (9). The displays are 
characterized in that when a jadqpot is hit in a 
game machine (2), the correspondfiqg display 
displays an image which has been displayed 
when the ptkpat is hit, as a still picture. 
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Alerting Abstract EP A2 

The games computer produces moving pictures on a still background formed from a series of mosaic elements of 
differing sizes. A microprocessor (2, 3, 4, 5) interfaces to the monitor (8) via a picture processing unit (1). This 
contains separate circuit to process the still and moving elements of the picture. 

The mosaic data is held in memory (3), a control signal is generated based on the size of the mosaic character data 
which is serialised by passing it to a register. The register holds the dot data while the control signal manages its 
supply to the raster monitor. 

USE/ADVANTAGE - Allows mosaic picture displays with only a limited increase in circuitry. 
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which latches dot data during display of character ...Original TitlesrMosaic picture display apparatus and 

external storage unit used therefor Mosaic picture display apparatus and external storage unit used therefor... 

...Mosaic picture display and external storage unit used therefor Alerting Abstract ...The games computer 
produces moving pictures on a still background formed from a series of mosaic elements of differing sizes. A 

microprocessor (2, 3, 4, 5) interfaces to The mosaic data is held in memory (3), a control signal is generated 

based on the size of the mosaic character data which is serialised by passing it to a register. The... Equivalent 
Alerting Abstract ...The mosaic picture display apparatus for mosaically displaying on a raster scan monitor a still 
picture containing an arrangement of a predetermined number of characters each made of a predetermined number 
of dots in combination, includes a picture processing unit and an external storage unit connected to it. Mosaic size 

data is programmed in the external storage unit is generated for each mosaic having a mosaic size determined by 

the mosaic size data at timing of the start of it, a latch latches still picture character data outputted from a register. 
Therefore, each of dots in the mosaic is displayed by the same latched character data. Signal generating circuitry 

generates USE/ADVANTAGE - Provides mosaic picture display appts. allowing picture processors as personal 

computers and video game machines to mosaically display still pictures on them, with no increase in memory 
capacity. Title Terms .../Index Terms/Additional Words: MEMORY; Class Codes International Patent 
Classification IPC Class Level Scope Position Status Version Date ...H04N-005/262 Main A63F-009/22... 



...A63F-009/24 Manual Codes (EPI/S-X): T04-H01B W04-X02 Original Publication Data by 

AuthorityOriginal Abstracts: A mosaic picture display apparatus includes a picture processing unit and an external 
storage unit connected thereto. Mosaic size data is programmed in the external storage unit. In response to a 
control signal which is generated for each mosaic having a mosaic size determined by the mosaic size data at timing 
of the start thereof, a latch latches still picture character data outputted from a register. Therefore, each of dots in 

the mosaic is displayed by the same latched character data A mosaic picture display apparatus includes a picture 

processing unit and an external storage unit connected thereto. Mosaic size data is programmed in the external 
storage unit. In response to a control signal which is generated for each mosaic having a mosaic size determined by 
the mosaic size data at timing of the start thereof, a latch latches still picture character data outputted from a 
register. Therefore, each of dots in the mosaic is displayed by the same latched character data. Claims: 1. A mosaic 
picture display apparatus for mosaically displaying on a raster scan monitor a still picture containing an 
arrangement of a predetermined number of characters each made of a predetermined number of dots in combination, 
said apparatus comprising: first storing means for storing character data of said characters; reading means for 
reading said character data from said first storing means; register means for converting to bit serial data said 
character data which is read by said reading means; first mosaic size data outputting means for outputting horizontal 

mosaic 1. A mosaic picture display apparatus for mosaically displaying on a raster scan monitor (8) a still 

picture containing an arrangement of a predetermined number of characters each made of a predetermined number 
of dots in combination, said apparatus comprising: first storing means (7a) for storing character data of said 
characters; reading means (19) for periodically reading-out said character data from said first storing means (7a) in 
association with a clock signal (5M) which is generated for displaying dots in a horizontal direction on said raster 
scan monitor (8); register means (91) for converting to bit serial data said character data which is read by the 
reading means; characterised by comprising first mosaic size dataA mosaic picture display apparatus for mosaically 
displaying on a raster scan monitor a still picture containing an arrangement of a predetermined number of 
characters each made of a predetermined number of dots in combination, said apparatus comprising: a first storing 
device for storing character data of said characters; reading circuitry for periodically reading-out said character 
data from said first storing device in association with a clock signal which is generated for displaying dots in a 
horizontal direction on said raster scan monitor; a format converter for converting to bit serial data said character 
data which is read by said reading circuitry; first mosaic size data outputting circuitry for designating a period 
during which said bit serial character data outputted by 
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. M280 and M2S1 from the still picture address mosaic. Thus the dots r^noHtnt^ cactia mosaic provide 
1 thaing signal gememkicn dccuit 30. The resafe is a display of tike same picture as is defend by the dot 
outtnuttdd as data AC&MACIA. Date ACHfrA£iC14 is data at the beaming of the inosaic. In this manner, a 
fed to the address arithmetic circuit 69, white data AC- horizontal mosaic display is uJttavetL 
3^AC9 is scpgflfed along with the above data AC- 5 FIG. 23 shows a tyaicdl mosaic picture in effect wfcen 
Q^A€2 as the address VAO-WA9 <rf the VK^&M 7. the mosaic size data is set to "0010" in the first mode. In 
The address arithmetic cacauit 69 adds the data AG1- the processes deaoj&tt^ the dote of eadh mosaic] 
(MAGtt4 and the vatne froan the nasne bate address sent a dkeflay wiCh the same cote data as f or the< 
regktexs. The resaQt is ootjiattdd as the address VA4- cied bottom left dot in the figase. 
0— VA0H5 of the VRA&M 7. Thus the dot data about the IS) In addition, a mewory cartridge mcojiposating a a 
soil picture character in question is read frosn the canaflncttor meaaary is used as an external storage unit in 
VRAM 7. the above described embodiments; however, it is posa- 

Tfoe P-S coawe rte r 91 outputs the above character bie to use an extecmil storage unit sucto as a aCNROM in 
dot data as bit serial dot data m rapimse to a coonassion the psescnt invention, in a case of use of the memory 
tuning signal tram the ctsaanteer offset timing genera- is cararirjge, the pnaan— l data incandiqg the character 
tion citonit 92. data of the movdm^ picture characters and the still pic~ 

Wafli Ami emhmfl i m&mt t aimjiy setting Affrfft, dflffw t*? tone cfc aiaatcra and thy afb naatealsondd mosaic size data 
the offset data tatae and ha*ur& the OTU supEply initial are stared in the senanmmrotor meana$y> and the CK3 
o&Bet data readily scmHk still picture characters in Ote 2 generates control data for the nwwing picture charae- 
vertical direction inside hosjm nttflfr divided mo ni t o r 20 ten and the stall (baeagnrsnrlfrl) picture characters on the 
screen pants, as shown in FJG. 22. Needless to say, the basts of the n c aj nan data lead ho rn the semiconductor 
embodiment also permits hnrfwonttl scnoll in a venrti- mcracay and oanjHtts the same to the coeu>oncnts of the 
cafty divided screen part as oVgnnteti in FVB. 2L Whose pictnse processing unit L 

the hoaftnrmtal and vertical screfll features are oosnninffti, In hi a cane of use of das CEMRfXM, the 

more versatile scndH operations are avnlanle. ts ahmg> fWttft#H p^J*" j~*H*rrs tfr» m<remr rtrr 

Below is a description of bow a motale picture is data are optfisally recorded as digital data in the C3D- 
disffeyffri, As deserfhed earner, the vended! mosaic ROM (not shown). In adoSfeon, an optical render for 
contort cssnnrt 48 has Ha fctir-foit cotmtsr 49 (FIG. 14) cnttcafly reading recorded date on tic GMBBM is 
oarjput a carry tignsd dqprmrtfijg on the mosaic size data, conawttdd to a aataMa conmaOtor such as a expansion 
lfce latdh 49 latenes the low^rder dgfst bits vc*>-wtfc7 30 ccmnsctoi. Ewen if the is used as the external 

of the vertical position data dnrimg the period cone- storage una; a measosy cantiijge is also used. In tans 
spanmnj; to the line count dftigfimtffri by the vertical case, the inenu^y c^&rigge is comprised wsfii a ROfti 
mfisaic size data. Doaans& the same period, the data (not shown)) that stoaes a starfhs {matBam for coottrol- 
ve0-nvc7 fed to the still picture pattern vertical count ling an oaan ati a n of the optical reader, a baffler RAM 
vaftftc prwrarsliajg ctontit 46 is ceapnttdd nndhnqgtid As 35 (not shown) for tn^posu^y staom& the data rcafi frxxm 
ckectflMt}, the data vc0^fc7 is pceHiesaeU by the vcatt> the CJ^KOM, and etc. TOssn, prior to a stant of a dta- 
cal ottet ofNsotinffi ctealit 45 and by the still picture play operntkq, the CPU 2 ana&a control data to doe 
character addmss sdeemon cffioutt 47 before bean*, sup- optical reader on the basis of tte startup pnimwci of the 
plied as the ventkal address VAD-VVA9 to the charao- ROM to cause the optical reader to read the reeoxUdd 
terRAM7atotteVR^7.ftfbn^ 40 data of One CHWROM. A portion of the chantcter data 

address VAO— VA9 beenmes the same for eadh mosaic read from dsn CPfflEPM is ts aj t atfb n d d to the dsennster 
dea%nateri by the vertical niosaic size. "Kins thanu^bemt RAM and the ponmasn data is tiaranerxcU to the baObr 
one mosaic, dot data (grajHnc data) is read froan the RAM mcfaafefl in tine meannsy cantrn^ The CTOJ 2 
same vectuaal addnsas in the charaete r RAM To* Hhat is, coanrdis the coagnwaeats of the picture pcocesshK unit 
the dot data on the first line of e^ 45 1 on the basis of the paannam dstn stoned in dae bafier 

tibe charaicter RAM 7a ow a phnaitity of veaiticadl lines RAM. That is, after the data read froan the GDUR0M 
(dafcjnatnd by the verrtical mossdc size data). In this by the Ofsfical leaner has been tianstocti to respe^ 
manner, a vertical mosaic dnen&v is aconm^tsndd. tive meaaories, the CTOJ 2 and the picture peosassog 

la the barjzoatal mosaic control diouit 93, the hoaii- unit 1 execute die dtsptay ofasnttron by acccoeing das 
losn^rnosaic size data invwttedby theMC>^ciiB^103 50 respective incrames as doce in the prewous embodi- 
is preset to the fonrftit counter 108. TEhe foniMkm ments. 

counter 1W is faeasna sa t a d at every dot (te^ every Aattotgh the present hivsrthiiic has been described 
Uamgdgnal 5M)oa the scaeen of the raster scan mosii- and fltaatsatett in detail, it jg cdennly gaderatodd thai the 
tnr & Thus the foavttit counter 108 outputs a cany same is by way of Ohistsation and exansnle only and is 
signs* at the lernrucnt dot of eadh mosaic defiaefl by the 55 nottobetatebyaaa/of mnftatmn, the sptt and scon 
h a rittm a ri mosafe size, In response, the AMP gate 112 of the present invertion bean^ liimted oaQy by the teems 
pwxVUles a ^J** on evniy trnaa^ signal SM. TBns ootjout of the ^mended dams. 
isseiattothehnn^oatheoiiesideofO^ What is darned is: 

ttwPJ^a 107, 1. A mosaic picture dtsptav appaiatBS for mosana% 

MeanvfMle, the bite constitntins the inoasac enafcue 60 displaying on a raster scsn moadtor a stm inctnre con^ 
data fisam the NOT cassutt 103 ana fed to One mparts on taasang an aisannasnent of a ppsdet e smm ed naadbar of 
ttoe other side of the OR gates 104 thannnii 107. TBns characters eacm matte of a pisjaattaiiifasad nourber of 
eaases tike caarnssamds^g NAND gate aznonj 98 dots in cosnlrbaflon, said appamtas c o ngirssng; 
toPJ^h 101 to ootjmt a latci signal at the bes^imir« of aruatstorar® Arsuceforston^ 
eadh mosaic drdgnal e ri by the mosaic size data for the 65 characters; 

st01 picture cell enaftand for mosaic disptajr. As a reanlt, reading circ ui try for pesnodseally faaanmsat said 
tfer eosnesswnn^g lakm amemj 94 thsnigh 97 latcnes caarrnoter data tram said first storing devise in 

me dot date. Tfos state pss^ats uaal the end of eacto assodhltion warn a chadt sigaal ^flnch is geaaratdd 
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a tarinnttl dkecticca on said 
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t said first stains device stores petite d*a 
w wtcd by the character code wftndh is reed 
ft mmaX eawtttter foe coroertigg to bit seiial data from said second storing devise, 

said efeamter date uffifch is read by said renting 6. Aa external stooge unit used for a mesne picture 
cinmltry; 3 display appamtas wh&ih moaakaffly disflays on a raater 

first mosaic size data ortfrittiieg chrouitjy for design lean monitor a still pkftnee contamaag an arrangement 
jjaiing a pemnti daning windh said bit serial chwac- Of* piwktermmed maatarof characters eacfo made of 
ter data ou^auttdd by said f oiwflt converter is to be ft njedetermiiied n&ffi&er of d«$, s^extaornal stooge 
bdd by oohnutligg hcmzootal mosaic size data co> fflfc eSffipgjsmg: 

reafraa4^totfem«mwrf W> ft ^g^M ftW for ttapnjg chaawter data of atftti 

direct be mc^caDy displayed on a screen of _ ******** and <f t 

said nefter sea* meatitor; *^ iB^wcsis&data oatptitong means for desljnat- 

contttfl signal ga^ttn^'wew^ for recrivin* ^ ^ i jH*¥* , *K ****** serial character data 

* i$ tee &f&y a&3»fres is to te nete bV NSfiHftfiSg 

toffi^c^i m^fic m tot& upiig to the 

aVStber ef ft fcfc nflH&artal in^tfon to fee 





* WWft&l tfptal indicative of a starting taaamr 
aft ft* ffl jfe hffifflptaj ftaa&p ef eas* » said mosaic dtoiay a»*«Kis ifteMii* rate 

d*a fim said flm storing mem ia tssgeiigtfisb 



to » seams? ft? fen wta* mnAnr is tte 

mosaic size data; 

nTOSartr Sec aomy 

bateftp ewsmfes fer mymmiy hetting only tfa* 25 

$^^^d^^of^b^sei^elt»aflterdatt 
Matted fc» g&id &mat converter in 
19 say eswfc&i signal and eacrtmuis^y 
said MhAk end dot date until a snoneed 
signal ia apffod ^ tfanwto ftaat said control signal 30 
gft a nm tnjg dnstit^ and 
rignrf grawrathsg ctamtftry for genex&teig a video 
Signal in accordance nrfsh aty arid ehnifhm; end dot 
date ftatn said bdbSinjg carants and supgtfynig said 

2> A inoawc picture dantay apparntna accortteeg to 
cfato 1, u&fiEtm said control signal ggaentiiBg ctenste 
indnfie a first counter for changing a count vafta* 
tfceieoD for eacn dot on said semm of said wcteflr &m 
moanmr. 40 

3. A mosaic pktme dispfcey appwtftns *8&f&8g to 
daaa 1, tatter coiujuisiag second mosaic tf&t dsla 
otn^nitlagg cnvnltyy for oo^otibisg vtotidd mo^nc site 
datacoros^praidi^ 

SS&m ***** «* ■* 01 

wberem sail reading gfcnj^y mclndes ido^&o 



wlfli a ctedc stpa& whUh is g^^Mfrid fer fejitey . 
mgdotamahoxaonlUdirN^^ 
monltiK; said Rajteawaa ccnv^tegtobttserM 
date said camtter data Mbnat by satd raat- 



; said hoitTOntal mosaic size dam anl for 
a period daring v*Mh said bit saxkl 
caaraaaer data oa^ntttdd by said n^nar nan it 
head by c^ntiigg, in acoortfance wn% said hto> 
rcnttal mosaic size data read tram said external 
BtOTi$e unit* a control signal mdajatrvcdfastatftn® 
end dot date in the horizontal dnvcmno of each 
regsaicateva^tima^gt^ 
ter,ifS88eaned by tne dote wtose nhmher in the 
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stact- 

ing end dot date of the bit serial character data 
fflte gttcdft pm ngmr mm* in mfou* to 

S"»fl# ^ BSUP ft weeeedmg ftmjrjpl 

vm£i% spffod $&&o ftm t^ojrantrpi 

mam f&BBasstimg a video signal in accaw- 

^ fioldttig jmm m& suppiyfeg $m ra&tt 
meo jagflai 



, rte»^te di^ jwaiates aennrh^ to ^S^T """^ « ^ »™ ^ »^ 
^^^LS!i^^^J^^^J^^#£^^! 55 ^to«at *id meaSn ftefc&es 

tatft" w#p W¥ ygw/ftwffl g HiwBWff- said fin* storing mean* ia a&gtf&s&ee WSffc §&S^ 

iJL^^S^.???^^^ ae«»fflft|g to vettioel unsafe ska dtift, said at^&cW^d- 
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data and program data both stored in an external storage device in advance. Offset data of at least one of a 
horizontal direction and a vertical direction correspondingly to each character is stored in an offset table formed in 
the external storage device. A picture processing unit determines an address on the basis of the offset data and at 
least one of a horizontal position and a vertical position, and reads video data from a video data memory according 

to the address to apply to the raster scan monitor A still picture display apparatus displays a still picture in 

which characters each composed of combination of a predetermined number of dots on a raster scan monitor in 
accordance with character data and program data both stored in an external storage device in advance. Offset data 
of at least one of a horizontal direction and a vertical direction correspondingly to each character is stored in an 
offset table formed in the external storage device. A picture processing unit determines an address on the basis of 
the offset data and at least one of a horizontal position and a vertical position, and reads video data from a video 
data memory according to the address to apply to the raster scan monitor. Claims: 1 . A still picture display 
apparatus which displays still pictures containing an arrangement of a predetermined number of characters each 
constituted by a combination of a predetermined number of dots on a raster scan monitor, said still picture display 
apparatus comprising: first storage means for storing character data of the characters; second storage means for 
storing offset data in at least one of a horizontal direction and a vertical direction correspondingly to the characters 
displayed on at least one line in the horizontal direction; first read means for reading the offset data corresponding to 
the characters of said first storage means from said second storage means when the characters are displayed; and 
second read means for reading the character data from said first storage means based on the offset data of the 
characters read by said first read means and a horizontal position and a vertical position on said raster scan monitor 

to apply the The apparatus displays a still picture in which characters are each composed of a combination of a 

predetermined number of dots on a raster scan monitor in accordance with character data and program data both 
stored in an external storage device in advance. Offset data of a horizontal and vertical direction, corresponding to 

each character, is stored in an offset table formed in the external storage device determines an address on the 

basis of the offset data and either the horizontal or vertical position, and reads video data from a video data memory 

according to the address to apply to the raster scan monitor 1. Still picture display apparatus which is arranged 

to scroll in the vertical and/or horizontal direction still pictures in accordance with horizontal and/or vertical 



address offset data, said still ptabros each comprising a plurality of characters, earth clumitter being constituted by 
a predetermined number of pixels, and the apparatus beimg arangrid to display the pictures in raster fashion on a 
screen (8), the apparatus comprising first stoogge means (7) staring character data; second stwgge means (7,31,37) 
arranged to store offset data comprising a plurality of horizontal aai vertical offset valuws each of the horizontal 
8fMl vertical offset values corresponding to a reparative character and the second stance means further being 
arranged to store a number of the horizontal and vertical offset values which corresponds to the number of 
characters §apitMe of being displayed along one horizontal line of the screen (8) offset data write means (2) for 
writing offset data into the memoify (7); offset data changing means (2) operable to change the horizontal and/or 
vertical offset data at each frame of the raster scan; first read means (36) for reading the offset data from said 
readable/writable BMMwyy at a time when the screen is scanned, counting means (26) for generating horizontal and 
vertical count data (HCO-HC9,VCO-VC7) representing a scan position on said screen; and second read means 
(35,41,49)for generating a read address using the horizontal and vertical count data and the offset data by adding 
said offset data to said horizontal and vertical count data, for reading the character data from a location in the first 
StaH^e means (7) identified by the generated and offset read address, and for displaying the character data read 
from the first stooge means (7) at the horizontal and/or vertical scan position on said screen whereby the stiH 
pii&ree being scrolled in the horizontal and/or vertical direction can be displayed at a predetermined position on 
said screen. A stiftl ptabne display apparatus which displays stall pictures containing an arrangement of a 
predetermined number of characters each constituted by a combination of a predetermined number of dots on a 
screen of § raster scan monitor, said stiH picture dlajflay apparatus comprising: first stance means for gfevtag 
character data of the characters; second stmtgge means for staring a plurality of vertical offset data per one 
horizontal line, each of said plurality of vertical offset data betas a vertical offkat amount in each of a plurality of 
horizontally divided pofftittBS of said screen of said raster scan monitor; first read means for reading one of said 
plurality of vertical offset data every time a corresponding one of said plurality of horizontally divided portions of 
said screen to be scanned; second read means for reading the character data from said first stwtjgc means based on 
one of the vertical offset data read by said first read means and a horizontal position and a vertical position on said 
raster scan monitor to apply the saaw to said raster scan monitor, wherein said second stance means includes a 
readable/writable Hfflffiftfy, and said apparatus further comprising vertical offset data write means for writing the 
vertical offset data corresponding to each character into said mcanofy, and wherein saU vertical offset data write 
means inctadss vertical offset data changing means for changing and writing the vertical offset data per each frame 
of said raster scan monitor, so tort a vertical scrolling is performed in at least one of said plurality of horizontally 

divided portions of said screen of said raster scan monitor An external stance device used in association with a 

§1* pifiltlHEe display apparatus which displays a sttM picture containing an arrangement of a predetermined number 
of characters, each character being constituted by a combination of a predetermined number ©f dots on a screen of a 
raster scan monitor, said external 

Iterate device eMqpfjHgg: a stooge device storing character data of the characters; and a random access iterage 
device stofiHg a plurality of vertical offset data and a plurality of horizontal offset data per one horizontal line, ertn 
of said plurality ©f vertical oflfejt data and each of said horizontal offset data being a vertical ofbtft amount and a 
horizontal offset amount, respectively, in each of a plurality of horizontally divided portions of said screen of the 
raster scan monitor; said stiM picture display apparatus including a counting device for producing data representing 
a horizontal position and a vertical position on the raster scan monitor; first read circuits for reading one of the 
plurality of vertical offset dato ana 1 one of the plurality of horizontal offset data when a corresponding one of said 
plurality of horizontally divided portions of said screen is to be scanned; and second read circuits for reading the 
character data from said first stooge means, based on the vertical offset data and the horizontal offset data read by 
said first read circuits and a horizontal position and a vertical position on said raster scan monitor from the counting 
device fa apply the character data to said raster scan monitor, wherein said random access stance device includes a 
readable/writable nWfflWfy» said apparatus further comprising vertical offset data write circuits for writing the 



vertical offset data corresponding to each character into said memory, and horizontal offset data write circuits for 
writing the horizontal offset data into said memory, and wherein said vertical offset data write circuits include 
vertical offset data changing circuits for changing and writing the vertical offset data per each frame of said raster 
scan monitor, so that a vertical scrolling is performed in at least one of said plurality of horizontally divided portions 
of said screen of said raster scan monitor 
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scanned, said second read means reading the horizontal 
offset data read by the first read means, and a horizontal 
and a vertical position on said raster scan monitor to 
apply the same to said raster scan monitor, said appara- 
tus including horizontal offset data write means for 
writing the horizontal offset data into said readable/- 
writable memory, and 
wherein said horizontal offset data write means in- 
cludes horizontal offset data changing means for 
changing and writing the horizontal offset data per 
each horizontal line, so that a horizontal scrolling is 
performed in at least one of said plurality of hori- 
zontally divided portions of said screen of said 
raster scan monitor. 
6. An external storage device used in association with 
a still picture display apparatus which displays stffl 
picture containing an arrangement of a predetermined 
number of characters being constituted by a combina- 
tion of a predetermined number of dots, said external 
storage device comprising: 
first storage means for storing character data of the 

characters; and 
second storage means for storing a plurality of verti- 
cal offset data per one horizontal line, each of said 25 
plurality of vertical offset data being a vertical 
offset amount in each of a plurality of horizontally 
divided portions of said screen of said raster scan 



16 



10 



15 



20 



said still picture display apparatus including 30 
first read means for reading one of said plurality of 
vertical offset data every time a corresponding 



one of said plurality of horizontally divided por- 
tions of said screen to be scanned; and 
second read means for reading the character data 
from said first storage means based on one of the 
vertical offset data read by said first read means 
and a horizontal position and a vertical position 
on said raster scan monitor to apply the same to 
said raster scan monitor, 
wherein said second storage means includes a reada- 
ble/writable memory, and said .apparatus further 
comprising vertical offset data! write means for 
writing the vertical offset data corresponding to 
each character into said memory, and 
wherein said vertical offset data write means includes 
vertical offset data changing means for changing 
and writing the vertical offset data per each frame 
of said raster scan monitor, so that a vertical scroll- 
ing is performed in at least one of said plurality of 
horizontally divided portions of said screen of said 
raster scan monitor. 
7. An external storage device as set forth in claim S; 
wherein said second storage means includes vertical 
offset data storage domains for storing the vertical off- 
set data corresponding to the characters per each hori- 
zontal line, and said apparatus further comprising first 
domain designating means for designating the vertical 
offset data storage domains corresponding to an arbi- 
trary horizontal line, said first read means reading one 
of the vertical offset data corresponding to the charac- 
ters in a horizontal line designated by said first domain 
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The video game uses a moving picture pattern generator and a still picture pattern generator, with a central 
proocsstng dev,co controlled by me operator. An image ptocessor is then used to combine the s«U and racing 

A memory is used with the image processor to store information from an attribute table for use for the next 
success^ p,ctore dunng the horizonta! image or blanking ou, period. An intermediate memory is u^l to store 



information relating to the moving picture and shown in the next line of the picture, while the other memory scans 
moving line. 
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Video game, combining two pictures on screen Original Titles:T.V. game system having reduced memory 

needs T V - s y stem hav 'ng reduced memory needs Video game external memory arrangement with 

reduced memory requirements Video game system having reduced memory needs for a raster scanned display. 

Alerting Abstract ...The video game uses a moving picture pattern generator and a still picture pattern generator 
with a central processing device controlled by the operator. An image processor is then used to combine the still and 

moving pictures A memory is used with the image processor to store information from an attribute table for use 

for the next successive picture during the horizontal image or blanking out period. An intermediate memory is used 
to store information relating to the moving picture and shown in the next line of the picture, while the other 
memory scans a moving line. Equivalent Alerting Abstract ...A memory (12-2) holds a table of attributes 
associated with moving images. The image processor (1 1) contains also a second storage unit in the form of an 
intermediate RAM buffer (15) where, from a single moving image, the data fro a single scanning line are written 
into. A third storage device (16) receives consecutively all the line data that enter the attribute data and other 

storage data of the aforementioned single line buffer (15 A synthesizer unit (17) links an output signal from the 

storage buffer (16) to an output signal from the static pattern or background generator (12-3), or with that coming 
from an external circuit in order to create a special signal expressing the interaction of two or more input signals in 
accordance with definite, preset rules or conditions. A video storing unit (12) including a picture pattern generator 

(12-1), a station image symbol generator (12-3), various tables for names (12-41 to 12-44 The system includes a 

motion picture pattern generator, a still picture pattern generator and a central processing unit for controlling the 
overall operation of the system under the control of the operator. A picture processing unit serves for combining 



motion and still picture patterns to form a video signal to be supplied to the T.V. set The picture processing unit 

includes a motion picture attribute table memory which stores information relating to motion picture pattern for the 
next following frame during the horizontal blanking period. A temporary memory stores information relating to 
motion picture pattern to be displayed in the next following line by accessing the motion picture attribute table 

memory during the scanning of current line It includes a motion picture pattern generator, a still picture pattern 

generator, a central processor for controlling the overall operation of the system under the control of the operator, 
and a picture processor for combining motion and still picture patterns to form a video signal to be supplied to the 

T V ; set The picture processor includes a motion attribute table memory which stores information relating to 

motion picture pattern for the next following frame during the horizontal blanking period A temporary memory 

stores information relating to motion picture pattern to be displayed in the next following line by accessing the 

motion picture attribute table memory during the scanning of current line game system for displaying a desired 

picture on the screen of a raster scanning type T.V. set includes a motion picture pattern generator, a still picture 
pattern generator, a central processing unit for controlling the overall operation of the system under the control of 
the operator, and a picture processing unit for combining motion and still picture patterns to form a video signal to 

be supplied to the T.V. set The picture processing unit includes a motion picture attribute table memory which 

stores information relating to motion picture pattern for the next following frame during the horizontal blanking 
period. A temporary memory stores information relating to motion picture pattern to be displayed in the next 

following line by accessing the motion picture attribute table memory during the scanning of current line The 

system for displaying desired picture on screen of raster scanning type TV set includes motion picture pattern and 
still picture pattern generators. A central processing unit controlling the overall operation of the system under the 
control of the operator, and a picture processing unit for combining motion and still picture patterns to form a video 

signal to be supplied to the TV set The picture processing unit includes a motion picture attribute table memory 

which stores information relating to motion picture pattern for the next following frame during the horizontal 
blanking period and a temporary memory. The memory stores information relating to motion picture pattern to be 
displayed in the next following line by accessing the motion picture attribute table memory during the scanning of 
current line... Class Codes International Patent Classification IPC Class Level Scope Position Status Version Date 

A63F-009/22 .A63F-009/24 Main G06F-015/44 G06F-003/15 H04N-005/22 H04N-005/262 

...H04N-007/18 H04N-009/53 H04N-009/64 H04N-009/76 Manual Codes (EPI/S-X): T04-H01... 

...W04-X02C Original Publication Data by Authority...Original Abstracts:game system for displaying a desired 
picture on the screen of a raster scanning type T.V. set includes a motion picture pattern generator, a still picture 
pattern generator, a central processing unit for controlling the overall operation of the system under the control of 
the operator, and a picture processing unit for combining motion and still picture patterns to form a video signal to 
be supplied to the T.V. set, whereby the picture processing unit includes a motion picture attribute table memory 
which stores information relating to motion picture pattern for the next following frame during the horizontal 
blanking period and a temporary memory which stores information relating to motion picture pattern to be 
displayed in the next following line by accessing the motion picture attribute table memory during the scanning of 

current line game system for displaying a desired picture on the screen of a raster scanning type T.V. set 

includes a motion picture pattern generator, a still picture pattern generator, a central processing unit for 
controlling the overall operation of the system under the control of the operator, and a picture processing unit for 
combining motion and still picture patterns to form a video signal to be supplied to the T.V. set, whereby the 
picture processing unit includes a motion picture attribute table memory which stores information relating to 
motion picture pattern for the next following frame during the horizontal blanking period and a temporary memory 
which stores information relating to motion picture pattern to be displayed in the next following line by accessing 

the motion picture attribute table memory during the scanning of current line game system for displaying a 

desired picture on the screen of a raster scanning type T.V. set includes a motion picture pattern generator, a still 
picture pattern generator, a central processing unit for controlling the overall operation of the system under the 



control of the operator, and a picture processing unit for combining motion and still picture patterns to form a video 
signal to be supplied to the T.V. set, whereby the picture processing unit includes a motion picture attribute table 
memory which stores information relating to motion picture pattern for the next following frame during the 
horizontal blanking period and a temporary memory which stores information relating to motion picture pattern to 
be displayed in the next following line by accessing the motion picture attribute table memory during the scanning 

of current line game system for displaying a desired picture on the screen of a raster scanning type T. V. set 

includes a motion picture pattern generator, a still picture pattern generator, a central processing unit for controlling 
the overall operation of the system under the control of the operator, and a picture processing unit for combining 
motion and still picture patterns to form a video signal to be supplied to the T.V. set, whereby the picture 
processing unit includes a motion picture attribute table memory which stores information relating to motion 
picture pattern for the next following frame during the horizontal blanking period and a temporary memory which 
stores information relating to motion picture pattern to be displayed in the next following line by accessing the 

motion picture attribute table memory during the scanning of current line game system for displaying a 

desired picture on the screen of a raster scanning type T.V. set includes a motion picture pattern generator, a still 
picture pattern generator, a central processing unit for controlling the overall operation of the system under the 
control of the operator, and a picture processing unit for combining motion and still picture patterns to form a 
video signal to be supplied to the T.V. set, whereby the picture processing unit includes a motion 
picture attribute table memory which stores information relating to motion picture pattern for the next following 
frame during the horizontal blanking period and a temporary memory which stores information relating to motion 
picture pattern to be displayed in the next following line by accessing the motion picture attribute table memory 
during the scanning of current line. ...Claims:data designating an identification and a display position of at least one 
motion picture character to be displayed on the screen of said display, first storing means in which the designation 
data, designating the identification and the display position of at least one motion picture character to be displayed 
in the next frame based on the designation data generated from said designation data generating means, is written 
during a vertical blanking period of said display, second storing means, into which the designation data, designating 
the identification and the display position of one or more motion picture characters to be displayed on the next 
following horizontal scanning line based on the designation data stored in said first storing means, is written during 
a horizontal scanning period of said display, third storing means including an area capable of storing pattern data of 
up to a predetermined number of motion picture characters which can be displayed on a horizontal scanning line at 
the same time, into which area pattern data of predetermined bits in the horizontal scanning direction of at least one 
motion picture character to be displayed as transferred from said pattern data generating means based on the 
designation data stored in said second storing means are written during a horizontal blanking period, and from 
which area said pattern data are read out during a next following horizontal scanning period, and means for 
supplying said pattern data read out from said third storing means to said display. A T.V. game system for use with 
a raster scanning type display and arranged to display at least one motion picture character on a screen of said 

display, comprising pattern data generating means for generating pattern data of at least one motion data 

designating an identification and a display position of at least one motion picture character to be displayed on the 
screen of said display, first storing means in which the designation data, designating the identification and the 
display position of at least one motion picture character to be displayed in the next frame based on the designation 
data generated from said designation data generating means, is written during a vertical blanking period of said 
display, second storing means, into which the designation data, designating the identification and the display 
position of one or more motion picture characters to be displayed on the next following horizontal scanning line 
based on the designation data stored in said first storing means, is written during a horizontal scanning period of 
said display, third storing means including an area capable of storing pattern data of up to a predetermined number 
of motion picture characters which can be displayed on a horizontal scanning line at the same time, into which area 
pattern data of predetermined bits in the horizontal scanning direction of at least one motion picture character to be 
displayed as transferred from said pattern data generating means based on the designation data stored in said 



second storing means are written during a horizontal blanking period, and from which area said pattern data are 
read out during a next following horizontal scanning period, and means for supplying said pattern data read out from 
said third storing means to said display. GB2 153640 A colour encoder comprising a colour generator for generating 
a colour code signal, said colour generator having a predetermined number of colour code signals and generating as 
an output one of said predetermined number of colour code signals in response to a... An external video game 
memory arrangement for coupling to a video game system having: (a) a picture processing unit including an 
attribute table memory, a temporary memory coupled to said attribute table memory, a buffer memory coupled to 
said temporary memory, and background signal generation circuitry; (b) a video signal synthesizer means coupled 
to said picture processing unit for outputting composite video signals defining video frames for display by a 
television set, said video signals including line scanning periods, horizontal blanking periods, and vertical 
blanking periods, and (c) a programmable processor coupled to and cooperating with said picture processing unit, 
said external memory arrangement comprising: an external character generator coupled to said picture processor 
unit, said character generator for providing first character data for storage into said buffer memory during 
horizontal blanking periods in response to character identification data stored in said temporary memory, and 
providing further character data to said background signal generation circuitry during line scanning periods, and a 
program memory for coupling to said programmable processor, said program memory providing at least program 
control instructions for execution by said programmable processor so as to effect writing of data specifying 
character identification and position into said attribute table memory during a vertical blanking period associated 
with a video frame, said character position data being selectively written from said attribute memory into said 
temporary memory during line scanning and subsequently written from said temporary memory into said buffer 
memory during horizontal blanking for use in generating composite video signals during a next subsequent video 
line scanning period.What is claimed is:In a video game system including an external program memory, said 
system for providing a sequence of video signals for display by a raster scan television receiver, said video signals 

defining sequential frames of video said video signals including timing signals defining time periods 

corresponding to horizontal scanning, horizontal blanking and vertical blanking, a method comprising the steps of: 

(a) storing motion picture data corresponding to plural motion picture characters to be displayed within a frame of 
video into an object attribute memory during a vertical blanking period, said motion picture data including 
horizontal position data, motion picture identification data, and attribute data corresponding to each of plural motion 
picture characters; 

(b) selecting motion picture identification, horizontal position and attribute data stored within said object attribute 
table memory defining motion picture characters to be displayed within a predetermined subsequent line of video 
during line scanning of at least one earlier line; 

(c) writing said selected motion picture horizontal position and attribute data to a motion picture buffer memory 
during horizontal blanking just prior to said predetermined subsequent line of video; 

(d) addressing said character memory using said motion picture identification data during the horizontal blanking 
period utilized by said writing step (c); " 

(e) producing motion picture character pattern data at an output of said character memory in response to said 
addresses applied by said applying step (d); 

(f) writing said motion picture pattern data into said motion picture buffer memory during said horizontal blanking 
just prior to said predetermined subsequent line of video; and " ° 

(g) producing video signals during line scanning of said predetermined subsequent line of video in response to the 
contents of said motion picture buffer memory .>Basic Derwent Week: 198427 
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[57] ABSTRACT 

A T,V. gaaae system for dispta$ra$ a desired picture on 
the scram of a raster seaming type T.V. set includes a 
motion picture pattern genecator, a still picture pattern 
geaesator, a ccnerdl procssaznjg unit for ccattidfkigg the 
ovarii opesation of the system under the eoftftfft] of the 
opcnttOT, and a picture procfflsirg unit for conaftnitinj 
motion and still picture patterns to fores a video signal 
to be supplied to the T.V. set, wherdhy the picture 
prwewwig unit inchafiea a motion picture attribute table 
memorjy wbidh stoves mfconatioii relaattgg to motion 
picture pattern for the neat following frame during the 
hoannmil blanfcaaj pencil and a temporary memory 
wbidh stores uifoiaatfiiou rcfaanuj to motaun picture 
pattern to be displayed in the neat following line by 
the motion picture 
;thesc*naanxofc 
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present embodiment is 4S f and four of the rcrnaunng 
codes may be allocatati to wfafee, gray (2) and black. 

FKj. 10 shows another embodiment of the present 
invention in wttrth two PFDs 11-1 and 11-2 are copied 
together to aynflatiae the character patterns in these 5 
PFEs ltj and 11-X Let us assume that use is made of 
the SEAVE signal and PPflifc 1M and 11-2 fuwaicn as 
a master and a slave, respeatwejy. Wttfc PP5Us 11-1 and 
11-2 intexooncetzled as shown in FK3. 10, a square wave 
hawinj sharp rising and falling edges is apples' to a 10 
clod* teranmdl CUfc and a reset signal is employed for 
initial synchronization between the two PPOs 11-1 and 
11-2. Unto the coalition, the character pattern data of 
slave PPUJ 11-2 is outputterJ from terunndh EX3FO-3 to 
be inpoeted to the tensundb EXJK03 of master PFO 15 
11-1, wnmntby synflfossizaticri of character pattern data 
takes place witihin the master PP(EJ 1M with the deter- 
mination of prioriity order as drsniiftwril with r ef e ren ce 
to FIG. 7. 

Winn the structure shown in FK3. 10, as a video out- 20 
put signal, any of possible cojattn^ioes between still or 
motion pictane character pattern in master PP5J 11-1 
and still or motion pictme charmtter pattern in slave 
PKU 11-2 may be obtained and displayed on the screen. 

As desotimeti in detail aboue* in accfflrihmcc with the 2$ 
present inveartion, provision is made of a motion picture 
attribute table memory capsule of stating infocmaiion 
retains; to a motion pictme pattern for the next follow- 
ing frame during the vertical blanking period and a 
tcsjqpo Biy y memery for storing motion pictme infoesaa- 30 
tion to be dtsptapeti in the neat following line, and, 
therefore* since die retrieval of motion pictme attnilhute 
tahfe memory can be dose during the precennnj line 
scasmrmj o p es atm a n, it is only necessary to retrieve the 
character pattern generator for those motion picture 35 
* efcarnoters thus retrieved and found to be in«mje duff- 
ing the hostiaoiual blanflnns; period. As a result, wft&mut 
rcianhtns an increase in the number of comect ran pins, 
the numthnr and kinds of motion picture chandt cr pat- 
teens wfatdh may be called or accessed daring the hod- 40 
zossuil blanflmnjg period can be mcmnseti. 

Whale the abowr presides a full and con tjil ate disclo- 
sure of the preferred embemnnenis of the present inven- 
tion, various tnodntagntinns, aheemtte cosattrnctjefis and 
eoarodknts may be employed witmnnt departing from 43 
die true spirit and scope of the invention. TfocreTore, the 
aboue description and iUustcalion should not be con- 
strued as limiting the scope of the mveaJtion, whkm is 
defmed by the appended claims. 
What is dassaeii is; 50 
1. A video gasac system of the type having a program 
memory, and also having a character memory for stor- 
ing charanter pattern data, said system for proWfflimj a 
srm s nnffif of video signals for display by a raster scan 
type tetotiaion receraer, said video signals defining # 
atn jM mlfel franses of video, each of said video frames 
coatmrriing a plurality of video lines having line scan- 
ning and horttaontal blanmmg periods associated there- 
wm% said video signals inducing timing signals defin- 
ing vertical bian^ periods between said video frames, 60 
said system coanjnssinjg: 
motion picture attribute table memory means for 

storing motion ptctuce character pattern datat; 
mkasffltneasor means, opeflartiv*Jy coammtttrj to said 
motion picture attribute table memory means and 65 
to said program memory, for loadaag motion pic- 
tme charanter identification, position and attribute 
data deflmng pined! motion picture characters to be 



,671 

12 

displayed within a frame of vide© into said motion 
picture attribute table memory means durinj said 
veramdl blasting periods; 
temporary menseow mean opeaatfweejy connected to 
said motion picture attrtmute table memory means 
for storinj said motion picnare character identifica- 
tion, position and attribute data associated with a 
line of video; 

motion picture barter memory means comma teU to 
said temporary memory means for storing motion 
pictane character pattern, position and attmftutte 
data associated waft a line of video; 

said character memory mchadhnj motion picture 
character selection means, coammti to said tempo- 
rary memory means and to said motion picture 
buffer memory means, for selecting motion picture 
character pattern data in response to said identifica- 
tion data stoned in said temporary memory means 
*nd for loading said selected motion picture char- 
acter pattern data into said motion picture buffer 
memory means durinjg a horimnual blanking per- 
iod; 

data transfer means, c o a mc d tti l to said tans mnsny 
memory means and to said motion picture buffer 
memory means, for selecting motion picture chap> 
acter data stoned wnmm said motion picture attej- 
bute table memory means associated with motion 
picture characters to be displayed vriffiin said sin- 
gle video line, for cogyus said selected character 
data into said tenajaocayy memenw means during a 
line tcanaumj period, «nd for emmrnj attnfiutte and 
position data stored in said tcnanpgayy memory 
means into said motion picture buffer memory 
meant dssrinj a hansonial blanBcang period; and 

video signal syndtcuser means coanmcted to said 
motion picture buffer menic^y means for prouue- 
ing said video signals in r e sponse to the coaftmtss of 
said motion picture butler memory means. 

3* A system as in daiaa 1 wheanm: 

said motion picture buffer memory means incto&e* 
means for storing prioalty fields s p e caryin g a prior- 
ity associated what said "lotion picture clsarafleets* 

said tystens fUrflmr incluaes still picture means for 
groeratinjg data representing a still ba cl qr a aaid 
imag e; and 

Slid video signal synfOmsnur means mcfasees priceilsy 
means operutivejy coanmcted to said still picture 
means and said motion mctuse buffer memory 
means for selectngs one of said motion picture 
character pattern data and said bac&ajroudd repre- 
senting dan for display in at least panrM response 
to said priority fields. 
3. A system as in chtiaa 1 whemmi: 
said motion picture buffer memory means includes 
means for storing mchsnns a plummy of movvur 
obsent data bits; 
said system former inctades still picture means for 
&***&m *** reisieserttiajg a still bacnujom*! 
Image, said still picture means raclsmus, means for 
prnftiidhg a pluiau% of bac%roudd data bits; and 
said video signal synflneaizer means mchsoes: 
prtati^y means opcratwejy coamented to said still 
picture means and to said motion picture buffer 
means for selecting between said movasu, objedt 
data brat and said rtar^grnmaJ data bits in re- 
sponse to said movamz object data bits and in 
response to said badkurourid date bits and for 
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passing said selected bits to an output thereof as 
color generator data bits, and 
color code memory means consustttri to said prior- 
ity means output for tnmafe n riin jg said color 
generator data bits into color code sij 
4. A systesa as in claim 1 wfcenin: 
said systesa menaces still picture character pattern 
memory means for storing data repcoSBdttmj still 
picture patterns; and 
said system furtfour 
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indtcaniinj signal, for, dumraj said line seaming, (a) 
c o a^p a n njg said verttcdl position fadicamnj signal 
waft the verticdl position field of motion picture 
data blodks stored in said motion picture attnihuee 
table memory means, and (b) cop^g, from said 



opecBtvvejy cosmscteti to said motion pic- 
earn and to said still pictnse 
» for addttBsaiqg said motion 
picture attribute table memorjy meant durinj said 
hoiBsontal blanlcinj periods and for adommmm; said 
still picemx pattern memory means during said line 
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3. A system as in claim 1 wherein said motion 
buffer memory means comprises a plutaflhy of discrete 
motion picture ch a ract er shift register meant each for 20 
storing a motion picture character pattern data to be 
displayed and for prowiiitng said motion picture charao- 
i data in serial form to said video signal syn- 



said temporary memory means, at least the hom- 
zontal position field, attribute field, and character 
number code of any motion picture data blocks 
inemdus a vertical position field wtstrffa come- 
spoods to said vertncril position mdfcsttiraj signal; 
mo ti on pictnse buffer memory means for storing mo- 
tion plenum character pattern data, attnmute data 
and hoOsontal position dam came^paridiijg to mo- 
tion pictnse characters for display as part of said 
next video line; 
said character memory inemdnjg means for storamj 
i pictasse character pattern data and for pro- 
mos pictsue character pattern dam at an 
cnttaart ttmxettf in response to receipt of a c 



6. A system as in claim 1 wtnarem: 
said system further 
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signal; and 
said 



for 

with said video 



i includes: 
f responsive to said vertical video 30 
timing signals and the data stored in said motion 
picture attaimute table memory means, for deter- 
whether vertical positional information 
in said motion picture attribute table 
memory means coeresporids to said vertical posi- 3$ 
tton signals; and 
addrcess register means opotatWejy connected to said 
c onywriaj g means for readaag dam stored in said 
motion picture aifmrontr table memory means and 
for wnffinjg said selected dam into said tc nujomyy 40 
mcaasujy means in r e sp o nse to said coa ujaiuon . 
7. A video game system of the type mctudinj a char- 
acter memory and a p r o nmm memory for prowiHing 
video signals for display by a raster scan type tekwaiem 
reeefoftr, said video signals being of the type defining 45 
seonuamal frames of video, each of said video frames 
co mjifisin jg a pmsalnjy of video lines hint$ aasocmtefl 
line scanasng periods and homcortml blanking periods, 

said video signals further vertical blanmns, _ 

periods bemween said video frames said system caamw^ 50) scan type televfakm recover, said vidco'signafts dcfrnwg 



data trtnufrir means, connected to said temporary 
memory means* said character memory and said 
motion picture buffer memory means, for: 

(a) readier taid horiwmtai position data and said 
att ri b ut e data from said temporary memory 
meant and writing said read honunmml position 
dam and said attnmute dam to said motion pic* 
tune buffer memory means during said horizontal 
blantdhuj period, 

(b) readme character number codes from said tern- 
pocarjy memorjy meant and proMitiimj said char- 
acter number codes to said character memory 
means duman said horiermmJ blanking period, 
and 

(c) curtaining character pattern data respousawe to 
said proratied character number cooes from said 
character memory means outran and writngg said 
character pattern data to said motion picture 
buffer memorjy means dnmroj said horisnmail 
blammnj period; and 

video signal synttmamor means con umtt dd to said 
motion pictnse buffer memory means for produc- 
ing said video signals duomj bodaontal Hue scan- 
ning in response to the contents of said motkm 
picture buffer memory means. 
8. In a video game system of the type including a 
pronmm memorjy and a character memorjy for provid- 
ing a sequence of video signals for disomy by a raster 



ing: 



vertical position signal productnjg means for produo- 
ing a signal indkmimj a verticdJ positien associated 
with a next video line to be displayed by said televi- 
sion receiver; 

motion picture attribute table memory means for 
stoctnjg a plurnmjy of motion picture data bloom 
coo c s sj aonoigg to motion picture character pat- 
terns, eadfa of said phnau% of dam blocks mdodns 
a vertical position field, a horizontal position Meld, 
an attribute field, and a character number code; 

temporary memory means for storing motion picture 
dam blodks conmsnmauiBg to motion picture char- 
acters for display as part of a next video line; 

conmarinjg and stomnjg meant, opecat wefy con ne c te d 
to said nrntsnn picture attmfent^ table memorjy 
means and to said **"y***wy memory means and 
also coamacterj to recewee said ventcdl 



55 



66 



65 



tftmfanftll frames of video, each of said sequential video 
frames cmnjrtisjnjg a phnaffitty of video lines, said video 
signals mctodrqg timing signals dermsnj time periods 
cofKtts^ooaiijg to horizontal sc am t mjg , horimmtal blank- 
ing and vertical blanking, a method commrain^ the 
steps of: 

(a) storing motion pictnse dam caraesnoneigg to plu- 
ral motion picture characters to be disptiyeii 
whtej a frame of video into a motion picture attn* 
bum table memory durinj verttcdl blanking period, 
said motion picture data mcindnm, horiaoittaJ posi* 
don data, motion picture tdentfficmme data* and 
atsrtmute data conmanmmigg to each of plural! mo- 
tion ptctusc characters; 

(b) selecting motion pictnse identffiemme, horizontal 
position and attxiftutte dam stored witfein said mo- 
tion pictatie atutmute table memory denrasm mo» 
tion picnate characters to be displaced witlam a 
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pretoOTmndd subsequent line of video during line 
scanning of earlier lines; 

(c) rearing; said selected motion picture idetrififiatfon, 
honfaoilial position and attaimute data from said 
raotwrn picture attribute cable memory and writing 5 
said selected motion picture ideoMcattop, hodmn- 
tal position and attribute data into a temporary 
memory during said line scanning of earlier lines; 

(d) wtihinjg said motion picture hommnial position 
and attnmute data from said temporary memory to 10 
a motion picture buffer memory during hariaoroal 
blaeMng jest prior to said p redcter saiodd aubse* 
quent line of video; 

(e) ad o ma s sing said character memory using said mo- 
tion mctere identoficatmti data dunsg the horiMro- 15 
tal blatdong period utilized by said writing step (d); 

(0 pwtfironig motion picture character pattern data at 
an output of said character memory in response to 
said addresses appOsetf by said applying step (c); 

(g) writing, said motion pictuur pattern data into said 20 
motion pictnxe buffer memory during said horiaim- 
tal blanftanj just prior to said pre date rnmndd subse- 
quent line of video; and 

(h) proouaimj video signals dams line sc&aotng of 
said pmBfthrnriuHC 'd subseomm line of video in 25 
response to the commits of said motion picture 
bufler memory. 

9. A method as in claim 8 wherem: 

said storing step (a) memoes the step of storing prior- 
ity bits specitjm$ a prim% associated with said 30 
motion picture characters; 

said method further memoes the steps of generating 
data representing a still badkjgrmadd image; and 

said pratiunuxg step (h) memoes the step of sdecttnj; 
between saki motion picture character pataem data 35 
and said bactmrmarid image repsasmttiBg data in at 
least partial response to said priont|y bits. 

10. A method as in claim 8 wherein: 

said storing step (a) memoes storing includes a plural- 
ity of moving object data bits into said motion 40 
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(d2) writing said attefcute data from said 
memory to a register within said motion picture 
bufler memory and 
said writing step (g) inemdes storing said motion 
picture chsracta pattern data into shift registers 
within said motion picture buffer rnemorjy. 

14. A method as in claim 8 wherein said pnotluetajg 
step (h) inemdes the step of serially shifting character 
pattern data out of said shift r»*gfrfnfr during line scan- 
ning. 

15. A method as in claim 8 wherein: 

said method further inemdes generating vertncdl tim- 
ing signals associated with said video signal; and 
said selecting step (b) inemdes the following* steps: 
(bt)) d etesmmng whether vertical posrtkmal infor- 
mation also stosed in said motion picture attri- 
bote table mammy c oaraspodds to said generated 
vertical timing signals, 
(b2) selecting data stored in said motion picture 
attrftutc tame memory means in response to a 
cossauuason, and 
(W) writing said selected data into said i 



the step of genesalmg a 
bhs retKesmtmm a 



said 
plurality of 
still bactmrui 

said produurag step (h) inemte the following steps: 45 

(i) selecting between said moving object dam bits 
and said.bacfimjnmdd data bits, 

(ii) prowiilinjg said selected bits to an outnnt is color 
geaemtor address bits, 

(iii) Ua r affiuiuks jg said color geaemtor addceas bits 50 
into color code signsfls. 

11. A method as in claim 10 wherein said transform- 
ing step (iii) inemdes the step of a color 
mcmenw warn said color geaemtor address bits. 

IX A method as in claim 8 memdug the additional 55 
steps of: 

storing data repaeaalttejg still picture pattern data in a 
still picture memory 

sd d mastnjg said motion picture attribute table mem- 
ory with a picture address register during horiaon- 60 
tal blas&mg; and 

addressing said still pieman memory with said picture 
address register during said line scanning.. 

13. A method as in claim 8 wherein: 

said writing; step (d) memoes the foUoarimr. steps: 65 
(dtp) writing said hommntal position data from said 
tessyontyy memory to a counter within said mo- 
tion picture bufler memory, and 



1* In a video game system of the type including a 
program memory, and a character memory having 
character pattern dam stored therein, said system fbr 
proonomg vide© signals for display by a raster 3can type 
video display, said video signals defining sequearJid] 
frames of video, each of said video frames co nt or t ting a 
plwau% of video lines having rtt line scantang 

period said video signals further defining hornamtal 
and vertical blaatnng periods, a method contjmshg the 
foUonung steps; 

(a) rjroduntnjg a vertical position signal indicating a 
vertical rxssttion associated with a subsequent 
video line to be displayed by said video display 

(b) storing, whh a nucmproeesBor under control of 
mstfeeftom stored within said pr o gram memory, a 
plurautty of data blocte indicating, motion picture 
character patterns to be displayed on subsequent 
video lines, into a memorjy motion picture attentate 
table, each of said phuaOrty of data blocks mchatuHj 
vertical position data, hariarmtal position data, 
attribute data, and a character M»n«M^i;,-. code; 

(c) coaajmripjg, during line scmating, said vertical 
rxwtioa indicated by said vertical posroon signal 
with said vertical position dam stored in said mo- 
tion picture attribute table; 

(d) storing, during line scanning from said motion 
picture at titrouft table into a t em po myy memmw 
tabic; those rmnmutsjy stored data blocfla having 
vertical position data whidh said co a emang step 
(c) reveaUs cmnmmarid to said indicated vertical 
pcamon of a subsequent video line; 

(e) reading said hoanmttml position data and said 
attribute dam from said teanjpomyy memory and 
writing said read homarmtal rjcmtion data and said 
ttntiflutte data to a motion picture bufler memory 
table during a horizontal blasftang period jest prior 
to said subsequent video line; 

(f) also readsng said charac te r identaficalion codes 
from said temporary memory and providing, said 
character identification codes to said character 
pattern memory during said hotanmtal blanhsng 
period jam prior to said subsequent video line; 

(g) genetattnjg chaeacter pattern dam reapomawe to 
said prowtdinjg character identancalnsn codes with 
said character pattern memcaw during said hot*- 
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zonfcd bltfrffeg poiotiju* prior to said subaeommt said main memory stows program court! instroc- 

VW» .tor, tions for camming said CPU to write data into 

W T"E^ d gg^dra** P 8 *™ to said still pictnse character pattern name table and 

said molten pictanee buffer memory during said said still picture color table, 

hoitiaon^ bl wioiiffi period >»st prior to said subae- 5 19. A memory system as in claim 18 wfcannn said still 

m^fS^J^T^^T ^ „ pictawe name table genectftes a portal of a still picture 

(l)pratot^sald vide* signals do*** line scat*** character pattern adore*, and said drafter pattern 

of said subsequent video line in response to the generator recefcas said still picture character pattern 

coatents of said motion picture buffer memory. addanss portaon via said multkfiennti aoom^dtaa bus 

IT A vide* game memory system (or use in a video 10 and proonttas, in response thereto oven- said same bus, 

game system havfag: (a) a picture proving unit in- tme still picture character pattern bits coamortms to 

ch-flirgg a moOen picttwe attribute table memory, a tern- eacn dot to be displayed. 

pc*a?y memory, a motion picture buffer memory for 20. A memory system as in claim IS wtemn said still 



p«»Wfa%g motion picture character attribute and pat- picnue color table pronrides two color data bits cww- 
Uaai data to an addressable color generator memory via 15 spooAng to caci dot to be displayed ; 
a muh^tejwr, and a vide© nigral lynfihasiiar coated to 21. A memory system as in claim 17 whmsto said 
said «fer geoeator. said symtofetir being of the type character pattern generator produces motion picture 
wfcwh praduaes vide* signals defining vide* frame. pattern damtatWoiwtoa Oft adta^rtpiSs 
%tt2 m .!SZ&I?^. t Z i ^!*'** ^P^P^^inrap^toaib^iSi^ 
tZ^ZZS?. ^iTf "^"fr 20 * A men,a «' 5yste » « i» clam 17 whmtn eadh 

MfJ»» hasftg a mnMgfegfld addasftidata bos, and (b) said data blodk stand in said tenmwswy memorv com- 
a CFEJ coasted to and coqpmntagg wMo said pictme prises the following: ^ 
prafflssssns unit, said video game memory system cam- an 8-bit vertical position, 
prima*: 

an 8-bit character number. 

* V 3? ) "JS^ 00 *?^) 0 wid piclMtc Pnwwwr 2$ . an attmmute value inMi$ a hotrodta! tovwsion bit, 
unit rmjjflrjtottti ackte^^tteta bus, said video mem- a vertical inverakm bit a pnovtcv bit and a 2-bit 

ory inrfodng a character pattern generator, color data value, and 

adapted to be coanlkd to said mumjlk»iad address- an 8-bit honamttal position, 
/crttta feus, fef ? 23. A memory system as in claim 17 whcwhi said 

(a) stofimj mofion pictoe character pattern data 30 character pattern generator is sclectr*** response to 
and VtfW&m motion character pattern date an invented vertical address so as to prowoTv^SlW 
to said bos for stooge into said motion picture invented motion picture character pattern date, 
buffer memory during hoduwnMJ blankamt peri- 24 A memory system as in clam7l7 wherein said 
o*ln rce^ms* to character io^tifi^lion data plenum |mnon«mj unit f^ii^aS5 
In said temporary memory, and 33 ter 0 and a control register I am) said main mtm£* 

W J55* jjjj; cliftswter pattern date and stones program control instradtioos specify the folto^ 
^T^Tt^S"^ ^^^beind^d^^bytt* 

don* for conur* ifog said CPU to write motion (b) selectively readnmj from andtor svrtcms to said 

ptctnxe character date associatfifl with said video control remster 1 ^ 

frame speafyiBj character ideotiESottion, vem> 25. A metnory system as in claim 17 whmm- 

eaj pestoaq, hoitaBmial porftkm and anMButtts of said video memory is adapted to be adcn^sWbvma 

moftorj picture characters into said motion pic 45 hornmrnml scroV/iddeo rr^emorv address remoter 

\86$k*Sty eopMd to said temporary memory daf- SO said main mammy stoma pnnmm coM»U IhMpkn 
teg tae 1 nimim and lubsc^Uv, said h«W do- specif loadmg ofSnSland S 

taJ p<M«M.P and atKttette motiati pictone charac- scralliM initiaScmp^ms into uaTn^rTmv 

ter dau being loaded into said motion pkmsm (S^eST ( * 

b«T«r momaijy dtMtej bostemml blankiag for 26. A memory system as in claim 17 wfcwath «U 
UM to gesftratmg video signals durtag a neat 55 main memory prosnnn cottrdl instr^i(»TsS^ 
« «*^»vid» period. folioJ^Zite^ to be perto^Ty 

lli A VKtao game memory system u in claim 17 (a) initially warns tha%t»wo six-bit coter co*» ink 
**»«m: said vide* menvwy forther inctod^: said^l^nwI^^ M ^S a sS 

a still pictnre character pattern name uhie spedf^ oftW^«4cote^3^ 



Mill pietew ofearaster pattern dam stored in said eo (b) subaeqsan% to performance of ninetieth tel m» 
^awae/ patt«ni gemab>r for display sriamo the tecA^Trew^^^ 



wma vidoo frame « motto piastre character pat- as to pi^Tmaximwn sS femSS 

tem data prodtdati by said character pattean genef- difTeewit cotew. """""" ammmr w tem V^M 

37. A video game memo™ system for use with a 
i »H» Pifttwe ceter Ubte spmfj^g bit patterns 65 vide* game of thetype in3J(»)» pictwft 

"S^S^Z^^^^^ mg uah inemmng ^o^SL'L^R^Z 
t^pwicrndsta. tp«Sr> « «4ar gcoeaator memory ory prowdits motkm pictme dtta to a t*fflf*H»y 
Bflflww, BM orj?, a modem pictane buffer menmqy prtwidttt^ ad» 
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dresses to an addressable color generator memory, and 
a'wifceo signal synthesizer coandlarj to said addteartMc 
color generator for proditoiajg video signals dermis^ 
video frames having line scansnrg periods, horizontal 
blading periods, and vertical blaring period said 
picture processus unh hasrarn, a muitipOeasti addxess- 
£bota bus; and (b) a CPU coagdkti to and cooperating 
with said picture preeesalnjg unit; 
said video game memory system inemdrxg: 
a video memory combed to said picture processor 
unit muh^toortl addicss4duta bus. said video 
ory inchafliqg a 



20 



from and/or writing to said 



10 



still picture character pattern data for display 
wtitoin the same video frame, said stored modern 15 
picture character pattern data including two mo- 
dest picture character pattern bits associated wifli 
eadh dot of a motkm picture character to be dis- 
played said stored still pictsne character pattern 
data tachauig turn still picture character pattern 20 
data bits associated wnfti each dot of still picture to 
be displayed said video memory for proaatingj said 
motion character pattern data over said bus to said 

motion picture butler memory duraej hotnortml r „ 7 w > Y w>. mm& mm ^. 

blaatkiinj; in response the coattrmts of said temporary 25 the same video frame, said video 
memory and for prowhlinjg still picture chacaetcr ing: 



(b) seiectfKd|y 

coatrrdl register 1. 
31 A menwy system as in claim 27 \ 
said video ntemory is adapted to be addressed by a 

hmanmtal scrmtftddeo memory address register 

(31) spearyaaj a lower video memory addmss por- 
tion, and a vertical scrmWiddeo memory address 
register (32) speufjuuj an upper vide© memory 
address; and 

said main memory stores piojgmm coaftrdl instrtno- 
tioas speofymg loadma of horssonul and vertical 
scrciTinj inhiatkm pesttkms into said registers (31), 

(32) resfxeuveiy. 

33. A memory system as in claim 27 wherein said 
main m emcay stores program control instrmrtoss con- 
trol the CPU to: 

initially writing thifttyttwo six-bit color codes into 
said color generator memory so as to provide a set 
of thktty4two colors; and 
MlecnlMfljy re willing said color generator memory so 
as to prowide a marirmtm number of forty^skftt 
different colors. 

34. A video game system of the type prmuxdimj dis- 
play of motion picture and bac&gnmrid grafffiies wrtfem 
**" *" J " *~ " ** " system commiis- 



pattem data to said bus ductnj line nrnnnmjt, and 
a main memory for coaming to said CPU, said main 
memory storinj program coatrtdl mstraaotions for 
execution by said CTOJ, said main memory pro- 30 
gram coadrol uistnoftoas specifying motion pic- 
tune character number, position and attribute date 
for wnrtinjg into said motion pictsne attribute table 
memory ductmg a vertical blanker® period assocr- 
ated wfcffa a video frame; said motion picture char- 35 
actor nuadhor data selecting motion picture charac- 
ter pattern data stoced by said character pattern 
generator, whereby said motion pictsne character 
position and atttimute data may be selectively wrfc- 
ten from said motkm picture atfrtfcufy table mem- 40 
ory to said temporary memory during line scanoarnj 
and from said temporary memory to said motkm 
picture butler memory ducrajg h omental blaattm j 

28. A rnemoKy system as in claim 27 wherein said 
character pattern g emmtmr produces motion picone 45 
pattern data in response to a first addmss and produces 
still picture pattern data in response to a furter address. 

29. A memory system as in claim 27 
blodks stoaml by said tempos 
the folloowinjg: 

an 8-bit vertical position, 
an 8-bit character number, 

an attot&ute value inchadrm; a horiumml mvesskm bit, 
a vertical mverskm bit, a prioatty bit and a 2-bit 
color data vahte, and 

an 8*btt hotnaontal position. 

30. A memory system as in dates 27 wherein said 
character pattern geaerator is selectively respeuajue to 
an inverted verticai address so as to protutie vertically 
invested motion picture character pattern date. 

31. A memory system as in claim 27 wherein said 
picture procesSrnjg unit further memoes a control regis- 
ter © and a comroi register 1» and said main memarjy 



motion pictave buffer means for ge ss erath g first and 
second motion pictuxe bits OBJO, OHm represent- 
ing an address caeregmtiigg to a pud of a mooon 
pictsne gnathic character and for prowiiW a pri- 
ority bit OHM; 
•till picture means for generating first and second still 
picture bits BOCK BOH r efs mmiUimj an address 
emirmjKrtmgg to a pixd of a still picture graphic 



a color m 
nalsin 



for 



a priority inuitqritefter, coauusd to said motkm picture 
buffer means and to said still pictsne means and 



to lecefee said bits OHIO, GBM. OEM, 
BOO and BQJ, said priority multsjftexer mctadrraj: 
meant for OKaej said bits OBJOand OBH togetmer 
to prwtitfe a first ORed result alternately bavins 
a first logic state or a second logic state, 

for OKiag said bits BOO and BOH togdher 
to preside a second ORed result dteenamfr hav- 
ing a first logic state or a secerns logic state, and 
tfffig means cowikti to said color generator mem* 
ory for: 

(a) addressing said color generator memory with said 
Wtt BOO, BOW whenever said first ORed result has 
said first logic state, 

(b) addressinj said color generator memory with said 
Wt* BOO» BOfl wheaever said first OBasd result has 
said secoml logic state, said second ORed resuh 
•Jwhmtaklsecoaullog^ 
OBJ4 has said secoml logic stale, and 

(e) otherwise addressing said color generator mem- 
ory with said bits OBJD, OBKL 
39. A video game system as in claim 34 wherein said 
flrst logic state coasonses logic level zero and said sec- 
ond logic state cosrmrises logic level on. 
01 m*t™rtw «rv^i«i . r T ^ A video game system of the type prowdhfg <m> 

<*>« a s*3 1 s « ffitcsar-*^ 

(a) selecawejy rea^ from andtor wrismj to said " moftofi pictsne butler means for gencsalirig first and 
' leeojad motion picture bits OBJ®, OBJH rcrmssmtt- 



50 



if 



60 
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ing color generator memory address bits corre- 
sponding to a pixel of a motion picture graphic 
character and for also providing a priority bit 
OBJ4 alternately having a first or a second logical 
state; 5 
still picture means for generating first and second still 
picture bits BGO, BG1 corresponding to a pixel of 
a still picture graphic character; and 
a priority multiplexer, coupled to said motion picture 
buffer means and to said still picture means and 10 
connected to receive said bits OBJO, OBJ1, OBJ4, 
BGO and BG1, said priority multiplexer including: 
means for ORing said bits OBJO and OBJ 1 together 
to provide a first ORed result alternately having 
a first logic state or a second logic state, and 15 
means for ORing said bits BGO and BG1 together 
to provide a second ORed result alternately hav- 
ing a first logic state or a second logic state, and 
selecting means for outputting an address including 
said bits OBJO, OBJ1 only when said first ORed 20 
result has said second state and either: (a) said pri- 
ority bit OBJ4 has said first state, or (b) said prior- 
ity bit OBJ4 has said second state and said second 
ORed result has said first state. 

37. A video game system as in claim 36 wherein said 25 
first logic state comprises logic level zero and said sec- . 
ond logic state comprises logic level one. 

38. In a microprocessor based video game system of 
the type capable of providing a frame of video including 
motion picture characters and background characters 30 
for display by a raster scan type television receiver, said 
video game system including: 

a video random access memory for storing motion 
picture character related data and background 
character related data, said motion picture charac- 35 
ter related data including priority values and color 
data bits associated and corresponding with motion 
picture characters; 

a character generator operatively coupled to said 
video random access memory for producing (a) at 40 
least some of plural motion picture character pat- 
tern bits corresponding to a display pixel in re- 
sponse to said stored motion picture character re- 
lated data, and (b) at least some of plural back- 
ground character pattern bits corresponding to a 45 
display pixel in response to said stored background 
character related data; and 

a priority order determining circuit connected to 
receive said priority values and color data bits, said 
motion picture character pattern bits and said back- 50 
ground character pattern bits, said priority order 
determining circuit including a first logic circuit 
which receives said motion picture character pat* 
tern bits and tests whether a motion picture charac- 
ter is present at said display pixel, a second logic 55 
circuit which receives said background character 
pattern bits and tests whether said background 
picture character is present at said display pixel, 
and an output circuit responsive to the tests per- 
formed by said first and second logic circuits which 60 
generates a signal selecting between said motion 
picture character pattern bits and said background 
character pattern bits in response to said priority 
value when said motion picture character and said 
background picture character pattern are each 65 
present at said display pixel, said signal generated 
by said output circuit selecting said background 
character pattern bits regardless of said priority 
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values whenever the following conditions are satis- 

(i) the test performed by said first logic circuit 

reveals that a motion picture character is not 

present at said display pixel, and 
00 the test performed by said second logic circuit 

reveals that background character pattern is also 

not present at said display pixel. 

39. A system as in claim 38 wherein said output cir- 
cuit selects said motion picture character pattern bits for 
display at said display pixel whenever a motion picture 
character is present at said display pixel. 

40. An external memory system adapted for coupling 
to a microprocessor based video game of the type capa- 
ble of providing a frame of video including motion 
picture characters and background characters, said 
video game including a priority multiplexer for selec- 
tively, alternately passing motion picture character 
pattern data and background character pattern data for 
generating a display on a raster scan type video display, 
said video game including a video memory operatively 
coupled to said microprocessor and further including a 
color generator memory coupled to said, priority multi- 
plexer, said color generator memory providing an out- 
put in response to an input applied thereto, said color 
generator memory output specifying the color to be 
displayed by said raster scan type video display, said, 
external memory system including: 

a program memory for coupling to said microproces- 
sor, said program memory storing and providing 
instructions for controlling said microprocessor to 
store, in said video memory, background character 
related data specifying plural background charac- 
ters and motion picture character related data spec- 
ifying display positions for plural motion picture 
characters, said motion picture character related 
data including a priority bit for each of said plural 
motion picture characters for application to said 
priority multiplexer, said priority bit specifying a 
priority for selection between a motion picture 
character and a background character in instances 
in which said background related data and said 
motion picture character related data define a com- 
mon display position; and 

a character generator operatively coupled in use to 
said video memory for producing motion picture 
character pattern bits for application to said prior- 
ity multiplexer in response to at least a portion of 
said stored motion picture character related data 
and for producing background character pattern 
bits for application to said priority multiplexer in 
response to at least a portion of said stored back- 
ground picture related data, 

wherein said priority multiplexer passes either fi) said 
motion picture character pattern bits or (ii) said 
background character pattern bits to said color 
generator memory input, said priority multiplexer 
selecting between said motion picture character 
pattern bits and said background character pattern 
bits in response to the states of said priority bit, at 
least some of said motion picture character pattern 
bits, and at least some of said background character 
pattern bits. 

41. In a microprocessor based video game system 
capable of providing a frame of video including motion 
picture characters and background characters, a 
method of operating said video game system including 
the following steps: 
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(a) storing motion picture related data and back- 
graimtl related data, said stored motion picture 
related data mclading priority values coexosjwdd- 
ing with fl^Mv^tffltf motion picture characters; 

(b) producing motion picture character pattern bhs in 
r e aponae to said stored motion picture related data; 

(c) profluxn^g bacflgnaarid character pattern bits in 
response to said stored ba dggrn a aJd picture related 
data; 

(d) perform hjg a first teat in response to said motion 
picture character pattern bhs, to detemriirte 
wtather a motion picture character is present at a 
display locatwm; 

(e) performing a second test, in reaponae to said badk- 
grounfj character pattern bits, to dctrarriiac 
wfcaraer a bachornttrid picture character is present 
at said display location; and 

(0 genecatinjg a signal selectmg between said motion 
picture character pattern bits and said bacfcgranrJd 
character pattern bits for generation of display 20 
signals conraap aa im ng to said display location, in- 
eluding the steps of: 

(i) selecting said badfcgcmmd picture character 
pattern bhs, regardless of the state of said prior- 
ity vamc associated wrifli said motion picture 
character, whenever said testing step (d) reveals 
said motion picture character pattern is not pres- 
ent at said location and said testing; step (e) re- 
veals said backeroarid picture character is also 
not present at said display location, and 30 

(ii) selecting said bact&resurid picture character 
pattern bits when said testing steps (d) and (e) 
reveal that said motion pichare character and 
said badk^ronrid picture character are both pres- 
ent at said location and said priority value as§0cli- 35 
ated wnlb said motion picttare character has a 
piTMHiwinrnnco state. 

42. In an electronic mkavmioecssor based video g ame 
system caprfue of profiting a frame of vide© mcJatiing 
motion picture characters and bac%raarid c harac t er s 40 
for display by a raster scan type television display, said 
elecraaoc miewnrroeessor based video game system 
incandrraj: (a) a picture prooeasimj unit *"^rffrng a mo- 
tion picture attribute tame memory, a temporary mem- 
<x%, a motion picture buffer memory, a color genesattrrr 45 
and a video signal syntfeefioaf , said 
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proraaaanj umt writtrmj motion pichare character num- 
bers, position? and atfcimutes from said motion picture 
attribute tame memory to said te m po rary memoajy dur- 
ing line scas n oag, said motion picture buffer memory 
prortitirag addsassa to said color generator memory, 
and said video signal syrstbestrer being congOed to said 
color gi acflsatoi for praductQjg video signals definisaj 
video frames having line scataang periods, hoeaamtal 
blsxMng periods, and vertical blarnting period said 
picture processor unit further mchafiimj a muttajueautJ 
addres*4data bus, (b) a GPdJ coegftsd to and coqpereiugg 
with said picture processing unit, and (c) a video RAM 
coaeued to said picture processing unit, 
a method of ge n erating signals wttmn an extenoU 
memory system and applying said g en e ra te d sig- 
nals to said video game system, said meouod inclad- 
ing the foUoaong steps: 
»PP*J«S ftBStpfrrgrarn coated] signals to said CPU, 
said first program control signals specifying still 

and still 
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er pattern name sig 
picture color signals for 
RAW; 

apptjung second program control signals to said 
CPU, said second program coearol signals specify- 
ing pineal 6-bit color codes for wrMng into said 
color generator memory; 

I coDdtrOl signals to said CTO, 
» control signals specifying mo- 
. srtkwarrfatt©- 
butes for writing into said motion picture attribute 
table memory during a vertical blunting period 
t with a video frame; said prowfJerJ attm- 
_; an mveaion signal, at least 
one color code signal, and at least one priority 
tignttt 

suceggfenty providing, over said bus during line 
in response to prevaou% prowitteiJ still 
pattern name signals, first and 
I still picture pattern bit signals for each dot 
of still picture to be displayed and 
succetsfetily prosoding, over said bus during hanEnm- 
taJ MaiAiog in response to the coatextts of said 
temporary memory, first and second 




pattern bit signals for each dot of motion picture to 
be displayed. 
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NOVELTY - The moving image data for displaying moving image to a preset display unit (102) is generated. The 
still picture data is generated from the displayed moving image, when the person operates input device (104). The 
specific image is selected and evaluated relevant to original photographic condition. The evaluation result is 
indicated to the player. 

DESCRIPTION - INDEPENDENT CLAIMS are also included for the following: 

A. control procedure of video game machine; 

B. input device of video game machine; 

C. recording medium 

USE - Video game machine used in domestic and commercial purposes. 

ADVANTAGE - As the image resembling original photography image is produced, the pseudophotography game is 
observed. 

DESCRIPTION OF DRAWINGS - The figure shows the perspective view of the game machine. 
102 Display unit 
104 Input device 
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* NOTICES * 



JPO and INPUT are not responsible for any 
daimgftB cauastfi by the use of this traamltetLbon. 

l.This document has been translated by computer. So the translation may not reflect the original 
precisely. 

2 **** shows the word which can not be translated. 
3. In the drawings, any words are not translated. 



CLAIMS 



[Claim(s)] 

[Claim 1] A main image data generation means to generate the main image data which is image data for 
displaying the main image on a predetermined display unit, Based on the contents of actuation as which 
the play person operated and inputted the input means, the predetermined range in the main image 
displayed on said display unit is determined as a selection image. A selection image data generation 
means to generate the selection image data which is image data about this selection image, While it has 
an evaluation means to show a play person this evaluation while performing evaluation to the selection 
image specified by this selection image data, and regarding it as the image which photoed the selection 
image with the camera Game equipment which consists of showing evaluation of said image photoed to 
the play person with said evaluation means so that a play person may be made to do false experience of 
the photography action. 

[Claim 2] Said main image is game equipment according to claim 1 said whose selection image it is an 
animation and is a still picture. 

[Claim 3] A record means by which the evaluation data for selection image evaluation beforehand 
prepared about each of all the selection image data by which said evaluation means may be generated 
were recorded, Game equipment according to claim 1 constituted including a contrast means to perform 
evaluation about the selection image concerned by contrasting the selection image data generated by 
actuation of a play person's input means with the data recorded on said record means. 
[Claim 4] It is game equipment according to claim 1 constituted by having further a voice data 
generation means to generate voice data based on a play person's voice inputted from predetermined 
microphone equipment so that said main image data generation means may generate the main image 
data in which said voice data was made to reflect 

[Claim 5] Game equipment according to claim 4 constituted by having an utterance directions means to 
direct the timing which should input voice into said microphone equipment to a play person. 
[Claim 6] Said utterance directions means is game equipment according to claim 5 constituted so that 
the contents of the voice which should be inputted into said microphone equipment may be directed to a 
play person in addition to the timing which should input voice into said microphone equipment. 
[Claim 7] It is game equipment according to claim 6 constituted by having an utterance judging means 
generate the voice judging data which are data in which extent of the correctness is shown while judging 
the correctness to the contents of the timing which should input the voice directed by said utterance 
directions means of the voice which the play person inputted, and the voice which should input so that 
said main image-data generation means may generate the main image data in which said voice judging 
data made reflect. 

[Claim 8] Said main image data generation means is game equipment according to claim 7 constituted 
so that the probability that evaluation with the expensive selection image with which the case where 
extent of the accuracy shown with said voice judging data was higher was chosen based on the main 
image can be obtained may become high and the main image data may be generated. 
[Claim 9] Said input means is game equipment according to claim 1 constituted so that the 1st 
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information for making the location of said selection image in the inside of said main image and the 
magnitude of said selection image change and the 2nd information for determining a selection image can 
be inputted. 

[Claim 10] Said input means is game equipment according to claim 9 constituted by having the display 
unit for selection which displays the image which will be determined as a selection image if said 2nd 
information is inputted. 

[Claim 1 1] Said input means is game equipment according to claim 1 constituted including the false 
camera of the configuration which imitated the camera. 

[Claim 12] It is game equipment according to claim 10 formed [ contain / said input means / the false 
camera which imitated the configuration of a camera ] by said display unit for selection imitating the 
finder of a camera to the false camera concerned. 

[Claim 13] The game equipment according to claim 1 which is further equipped with an access- 
information presentation means show a play person the access information for accessing the computer of 
which read-out of said selection image data was made possible via a communication line under 
predetermined conditions, from the record means which recorded selection image data, and is 
constituted so that the play person shown said access information may obtain the selection image data 
about the selection image chosen by itself via said computer. 

[Claim 14] The game equipment according to claim 1 which is further equipped with an e-mail address 
receptionist means receive the e-mail address which the play person inputted, and make read the 
selection image data about the selection image which the play person who inputted the e-mail address 
into the predetermined computer of which read-out of said selection image data was made possible 
chose from the predetermined record means which recorded selection image data, and is constituted so 
that said selection image data may send to this e-mail address. 

[Claim 15] Game equipment according to claim 1 which is further equipped with the connecting means 
which can send selection image data to the Personal Digital Assistant, reads said selection selection 
image data from the predetermined record means which recorded selection image data, and is 
constituted so that said selection image data may be sent to the Personal Digital Assistant connected to 
said connecting means through said connecting means. 

[Claim 16] Game equipment according to claim 1 constituted about said selection image by having 
further the 1st selection timing directions means showing a play person whether high evaluation can be 
obtained if a play person operates said input means at which time. 

[Claim 17] Game equipment according to claim 1 which consists of predetermined evaluations defined 
beforehand by having further the 2nd selection selection timing directions means being able to obtain 
high evaluation and showing a play person it at a case if a play person operates said input means at the 
time. 

[Claim 18] A main image data generation means to generate the main image data which is image data 
for displaying the main image on a predetermined display unit, Based on the contents of actuation which 
operated the predetermined input means and the play person inputted, the predetermined range in the 
main image displayed on said display unit is determined as a selection image. A selection image data 
generation means to generate the selection image data which is image data about this selection image, 
While it has an evaluation means to show a play person this evaluation while performing evaluation to 
the selection image specified by this selection image data, and regarding it as the image which photoed 
the selection image with the camera The component part which consists of showing evaluation of said 
image photoed to the play person with said evaluation means including the false camera which is the 
component part contained in the input means of the game equipment constituted so that a play person 
may be made to do false experience of the photography action, and was made into the configuration 
which imitated the camera. 
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damages caused by the use of this trastflfkatLben. 

1 .This document has been translated by computer. So the translation may not reflect the original 
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2.**** shows the word which can not be translated. 
3. In the drawings, any words are not translated. 



DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Field of the Invention] This invention relates to game equipment. It is related with the video game 
equipment and photography action simulation equipment which can make a detail carry out false 
experience of the photography action which a cameraman gives to a play person more by performing the 
game which imitated the photography which a cameraman performs. 
[0002] 

[Background of the Invention] Video game establishes as one industrial field and is long. In order to 
provide a play person with the playing-around nature of a rich variation, business use and home use are 
not asked, but various video game is proposed and realized. 

[0003] the pleasure obtained with the occupation by making a play person do false experience of the 
action which performs the game which reproduces the action performed with a specific occupation in 
the field of various video game, and is performed with the occupation ~ a play person - taste bubble 
**** - the video game equipment which makes things the meaning exists. A play person can experience 
easily the pleasure obtained by carrying out false experience of the action in the occupation, and a 
temper, and this game equipment has won popularity very much. For example, the game which enabled 
it to experience the temper of the game, guitarist, and drummer who enabled it to experience DJ (D.J.) 
temper is realized, and it has actually become a popular game. 

[0004] An invention-in-this-application person gropes for the new occupation which should be taken up 
by this kind of video game, and came to fix his eyes on the occupation of a cameraman. A cameraman is 
a gay occupation asked for sense of art, and is popular to a young man. Therefore, if a cameraman does 
false experience of the action of the photography which is the star-part of the action performed as work, 
a play person will be considered that it can obtain sufficient pleasure. Many events called the 
photography meeting at which an amateur cameraman photos models, such as female talent, are actually 
held as a policy for experiencing a cameraman temper. Therefore, it is clear that the layer it is sensed 
that wants to experience a cameraman temper exists. By the way, although it is difficult to photo one 
model by dozens of people from several persons in many cases, and to acquire sufficient satisfaction, the 
large sum participating costs of tens of thousands of yen are required of such a photography meeting 
from thousands of yen in many cases. The fact that many photography meetings are held in spite of such 
an ill condition means that the big layer which can obtain pleasure sufficient in the game which can 
experience a cameraman temper exists potentially, if conditions are more ready. However, the game 
equipment of the concept of making a play person experience the activity of the photography which a 
cameraman performs does not exist until now. 
[0005] 

[Problem(s) to be Solved by the Invention] This invention is made based on this present condition, and 
makes it the technical problem to offer the technique for realizing game equipment and it which perform 
the game which makes a play person do false experience of the activity of the photography which a 
cameraman performs. Moreover, if this game equipment is realizable, it is useful at the point that it can 
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realize easily and this can also use the photography action simulation equipment for carrying out 
simulation of the photography action for the practice purpose of photography etc. This invention also 
makes it the technical problem to offer the technique for realizing this photography action simulation 
equipment and it. 
[0006] 

[Means for Solving the Problem] Invention concerning this application for solving the above-mentioned 
technical problem is as follows. A main image data generation means to generate the main image data 
which is image data for this invention to display the main image on a predetermined display unit, Based 
on the contents of actuation as which the play person operated and inputted the input means, the 
predetermined range in the main image displayed on said display unit is determined as a selection 
image. A selection image data generation means to generate the selection image data which is image 
data about this selection image, An evaluation means to show a play person this evaluation while 
performing evaluation to the selection image specified by this selection image data While having and 
regarding it as the image which photoed the selection image with the camera It is embodied as game 
equipment which consists of showing evaluation of said image photoed to the play person with said 
evaluation means so that a play person may be made to do false experience of the photography action. 
[0007] With this game equipment, a play person chooses some main images displayed on the display as 
a selection image, and it is supposed that it will be regarded as the photograph which photoed this 
selection image with the camera. That is, the game equipment concerning this invention is made to carry 
out the virtual experience of the photography action by catching the person and scenery which are 
projected as a main image with a photographic subject, and catching with the photograph which 
obtained the selection image which chose the part by photoing the above-mentioned photographic 
subject by the play person. As [ carry out / by this / by making the virtual experience of photography 
give a play person / the game equipment of this invention / to a play person / the taste bubble of the 
pleasure by photography ] Moreover, this game equipment is equipped with an evaluation means to 
show a play person this evaluation while it performs evaluation to a selection image, and it enables it to 
strengthen the incentive to a play person's game by this evaluation. 

[0008] What kind of image is sufficient as the main image in this invention. For example, if a female 
idle's image is used for the main image, it will be thought that it charms and becomes easy to follow a 
male play person. Since the model used as a photographic subject can be monopolized when a female 
idle's image is used as the main image, photography at ah above-mentioned photography meeting etc. 
can be different, and can acquire the same satisfaction with to the full having taken a photograph. 
Moreover, if a male idle's image is used for the main image, it will be thought that it charms and 
becomes easy to follow a female play person. On the other hand, if the image of beautiful scenery is 
used for the main image, it will be thought that a play person is charmed regardless of man and woman. 
Moreover, this invention is applicable to the game to which a play person is made to do the virtual 
experience of the action which photos one scene of a sport. A play person can be made to specifically do 
the virtual experience of the action which photos contestants, such as sports combative, such as ball 
games, such as baseball, soccer, a basket, and tennis, and karate, professional wrestling, or skiing, and a 
skate. Furthermore, the virtual experience of the photography actions, such as a singer's photography 
sung in photography, song program, and concert of ball-race cars, such as Fl and a motorcycle, can be 
earned out. That is, what is necessary is just to choose this main image as arbitration according to a play 
person's layer aimed at as a customer. Moreover, a still picture is sufficient as the main image, and an 
animation is sufficient as it. When the main image is used as an animation, a play person comes to do 
the virtual experience of the photography action in a near form by the case of actual photography at the 
point that a photographic subject moves. Moreover, since it also becomes possible to prepare change in 
expansion of the main image, or to give change to the speed of expansion, there is also an advantage that 
the difficulty of an image pick-up game comes to be changed free. Although considering as an 
animation is also possible, if it carries out from the point that evaluation is easy, as for the selection 
image in this case, considering as a still picture is desirable. 

[0009] Said evaluation means may be constituted how, as long as it shows a play person this evaluation, 



Vlttrv//www4 itvH irmit rrn Wnm.kin/tron wok r*n\ 



while performing evaluation to a selection image. For example, if it is the case where the selection 
image is formed by 3D polygon, it calculates each time from the ratio of the area of the person who 
occupies in a selection image, and the area of a background etc., and a selection image can be evaluated. 
Moreover, it can also constitute by contrasting the selection image data generated by actuation of a 
record means to by_which the evaluation data for selection image evaluation beforehand prepared in the 
evaluation means about each all the selection image data's [ that may be generated ] were recorded, and 
a play person's input means with the data recorded on said record means so that a contrast means carry 
out the evaluation about the selection image concerned may contain. In addition, the voice output from 
the loudspeaker equipment which could perform presentation to the play person of evaluation how, for 
example, was connected to game equipment can also show a play person evaluation, and this can also be 
made by the display on a display unit. 

[0010] Moreover, the game equipment by this invention should be further equipped with a voice data 
generation means to generate voice data based on a play person's voice inputted from predetermined 
microphone equipment. And the main image data generation means of this game equipment can be 
constituted so that the main image data in which said voice data was made to reflect may be generated. 
For example, the cameraman who does gravure photography has often taken a photograph, speaking to 
the model used as a photographic subject, in order to make a model relax. Therefore, since the game 
equipment of this invention which generated the main image data in the form in which appearance 
without a play person's voice data inputted from predetermined microphone equipment is made to reflect 
can reproduce the scene of the gravure photography like **** faithfully, it can perform the virtual 
experience of a photography action in a much more real ambient atmosphere. 
[001 1] It shall be constituted so that the contents of the voice which should input into microphone 
equipment may direct to a play person in addition to the timing as which this game equipment that made 
voice input from microphone equipment possible shall be equipped with an utterance directions means 
direct the timing which should input voice into microphone equipment to a play person, and this 
utterance directions means should input voice into microphone equipment. Such ah utterance directions 
means can perform [ a game person ] utterance now reasonable by making it direct the timing and the 
contents of utterance to a game person. 

[0012] Game equipment equipped with the utterance directions means like **** While judging the 
accuracy to the contents of the timing which should input the voice directed by said utterance directions 
means of the voice which the play person inputted, and the voice which should be inputted It has an 
utterance judging means to generate the voice judging data which are data in which extent of the 
correctness is shown, and said main image data generation means can be constituted so that the main 
image data in which said voice judging data were made to reflect may be generated. By establishing 
such an utterance judging means, in order to give change to the contents of the main image displayed on 
a display unit with extent of the accuracy of utterance, the motivation to utterance can be given to a play 
person. Change of the main image can be attained by making the main image data generation means into 
the following, for example. That is, it constitutes so that the probability that evaluation with the 
expensive selection image with which the case where extent of the accuracy shown with voice judging 
data was higher was chosen in the main image data generation means based on the main image can be 
obtained may become high and the main image data may be generated. If it does in this way, the 
motivation about utterance can be given to the play person who desires the main image which can be 
easy to obtain high evaluation about a selection image. 

[0013] Moreover, the play equipment of this invention shall be further equipped with the 1st selection 
tuning directions means to show a play person whether evaluation high about said selection image can 
be obtained, if a play person operates said input means at which time. If it sees from a play person it is 
difficult to predict the objective rating to the selection image it is considered that is a photograph etc to 
operate an input means to suitable timing, and to generate a selection image. Then, the cue about input 
means actuation comes to be given by the play person by telling a play person about which hit of the 
flow of the whole game advance the timing which can obtain high evaluation is. Moreover, when the 
play person operated said input means at the time and evaluation higher than the predetermined 
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evaluation defined beforehand is able to be obtained, the play equipment of this invention shall be 
further equipped with the 2nd selection selection timing directions means to show a play person it, and 
shall be constituted. A play person can acquire now the cue about input means actuation also by this. In 
addition, although it complains of the 1st selection timing directions means of this invention, and the 
2nd timing directions means to what of a play person's senses, they can perform these directions possible 
[ a check by looking ], for example. 

[0014] The input means of the game equipment concerning this invention may be constituted how, as 
long as it can input the information for choosing the predetermined range in the main image displayed 
on the display unit. For example, a general joy stick, a general push button, etc. can also constitute this 
input means. The input means of this invention which enabled it to input the information for choosing 
the predetermined range in the main image displayed on the display unit is constituted so that the 1st 
information for making the location of said selection image in the inside of said main image and the 
magnitude of said selection image change and the 2nd information for determining a selection image can 
be inputted for example. Moreover, this input means shall be equipped with the display unit for selection 
which displays the image determined as a selection image if the 2nd information is inputted. Since the 
input of the 1st information and the 2nd information can be performed while a game person always 
checks the image determined as a selection image with an input means equipped with such a display unit 
for selection, it becomes easy to input such information. 

[0015] Moreover, the input means in the game equipment of this invention shall be constituted including 
the false camera of the configuration which imitated the camera. By doing in this way, it comes to bring 
close the ambient atmosphere of the false photography performed with the game equipment performed 
with this game equipment according to the ambient atmosphere of actual photography. When the input 
means contained the false camera which imitated the configuration of a camera, the above-mentioned 
display unit for selection should imitate the finder of a camera to the false camera concerned, and should 
be formed in it. Since the finder of a camera is a part as which the image determined as an image which 
should be photoed when shutter operation of the same property as the 2nd information is carried out is 
displayed, If the 2nd information is inputted, and if the image chosen as the 2nd image is displayed on 
the display unit for selection which imitated the finder of a camera Since a game person can operate an 
input means with the feeling same with operating a real camera, it becomes that it is easy to make a 
game person understand a game system. 

[0016] Moreover, the game equipment by this invention shall be further equipped with an access 
information presentation means to show a play person the access information for accessing the computer 
of which read-out of said selection image data was made possible via a communication line from the 
record means which recorded selection image data under predetermined conditions. And it can constitute 
so that the play person shown access information can obtain the selection image data about the selection 
image chosen by itself via said computer. Since a game person can come to hand [ the image data about 
the selection image itself chosen with game equipment ] according to such game equipment, its own 
image can come to hand like the case where a photograph is actually taken. Moreover, if it is made such 
a configuration, since it will become unnecessary to form the printer for selection image printing in 
game equipment, it becomes, without complicating the configuration of game equipment in vain. Here a 
wire communication circuit is sufficient as the above-mentioned communication line, and a radio circuit 
is sufficient as it. If a radio circuit is used, selection image data can come to hand with Personal Digital 
Assistants, such as a cellular phone and PHS. 

[0017] Moreover, the game equipment of this invention shall be changed into the above-mentioned 
access information presentation means, and shall be equipped with an e-mail address receptionist means 
to receive the e-mail address which the play person inputted. This game equipment can make the 
selection image data about the selection image which the play person who inputted the e-mail address 
mto the predetermined computer of which read-out of said selection image data was made possible 
chose from the predetermined record means which recorded selection image data able to read, and it can 
be constituted so that said selection image data may be sent to this e-mail address. Moreover, the game 
equipment of this invention shall be changed into the above-mentioned access information presentation 
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means and an e-mail address receptionist means, and shall be equipped with the connecting means 
which can send selection image data to a Personal Digital Assistant. This game equipment can read said 
selection selection image data from the predetermined record means which recorded selection image 
data, and it can constitute it so that said selection image data may be sent to the Personal Digital 
Assistant connected to said connecting means through said connecting means. A play person can be 
provided now with selection image data by the configuration which was described above. 
[0018] Moreover, this invention is realizable also by making computer apparatus, such as a game 
special-purpose machine or a general-purpose home computer, perform the approach like a less or equal. 
This approach can be made into the following, for example. Namely, the control means which controls 
activation of a game based on the contents of actuation which the play person inputted from a 
predetermined input means, It is the approach performed by game advance at a predetermined display 
unit by computer equipped with the main image data generation means for generating the main image 
data for displaying the required main image. The process in which said main image data generation 
means displays the main image on said display unit, Said control means is based on the contents of 
actuation which operated said input means and the play person inputted. While determining the 
predetermined range in the main image displayed on said display unit as a selection image and 
generating the selection image data which is image data about this selection image* While regarding it as 
the image which performed the process in which performed evaluation to the selection image specified 
by this selection image data, and this evaluation was shown to a play person, and photoed the selection 
image with the camera It is the control approach of game equipment of making a play person doing false 
experience of the photography action by showing evaluation of said image photoed to the play person 
with said evaluation means. 

[0019] Moreover, it can succeed in this by making the program code recorded, for example on the 
record medium like a less or equal read into a computer apparatus, in order to operate a computer 
apparatus as game equipment concerning this invention. Namely, the control means which controls 
activation of a game based on the contents of actuation which the play person inputted from a 
predetermined input means, The computer equipped with the main image data generation means for 
generating the main image data for displaying the required main image to a predetermined display unit 
at game advance It is the record medium with which the program code for making it function as game 
equipment which performs the game which makes a play person do false experience of the photography 
action was recorded. While performing processing which makes said main image data generation means 
generate said main image data for displaying the main image to said display unit The processing which 
determines the predetermined range in the main image displayed on said control means by said display 
unit based on the contents of actuation which operated said input means and the play person inputted as 
a selection image, While generating the selection image data which is image data about this selection 
image The program code for performing processing which performs evaluation to the selection image 
specified by this selection image data, and processing which generates the data for showing a play 
person this evaluation is the record medium recorded with the computer-readable gestalt. In addition, the 
program codes said on these specifications are data required in order to make game equipment perform a 
game in addition to program itself, and a concept containing a control parameter etc. 
[0020] When realizing the game equipment applied to this invention with computer apparatus, such as a 
game special-purpose machine or a general-purpose home computer, the input means with which the 
computer apparatus concerned is equipped can constitute the input means. However, in order to make 
false experience of photography much more real, it is desirable to use the input means containing the 
false camera like ***♦. In such a case, it is solvable with the component part like a less or equal. 
Namely, a main image data generation means to generate the main image data which is image data for 
displaying the main image on a predetermined display unit, Based on the contents of actuation which 
operated the predetermined input means and the play person inputted, the predetermined range in the 
main image displayed on said display unit is determined as a selection image. A selection image data 
generation means to generate the selection image data which is image data about this selection image, 
While it has an evaluation means to show a play person this evaluation while performing evaluation to 
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the selection image specified by this selection image data, and regarding it as the photograph which 
photoed the selection image with the camera It is the component part contained in the input means of the 
game equipment which consists of showing evaluation of the image photoed to the play person with said 
evaluation means so that a play person may be made to do false experience of the photography action, 
and is the component part constituted including the false camera made into the configuration which 
imitated the camera. And this component part shall be equipped with the 2nd input means for inputting 
the 2nd information for determining a selection image as the 1 st input means for inputting the 1 st 
information for making the location of said selection image in the inside of the main image, and the 
magnitude of said selection image change, and shall be constituted. 

[0021] Next, it explains per [ by this invention ] photography action simulation equipment. The 
photography equipment simulation equipment by this invention can be considered as the same 
configuration as the above-mentioned game equipment and abbreviation, and makes the point which 
makes the evaluation means like the above unnecessary difference with game equipment. Moreover, the 
part which is not related to the evaluation means in the above-mentioned game equipment is applicable 
also to this simulation equipment. The photography simulation equipment by this invention For 
example, a main image data generation means to generate the main image data which is image data for 
displaying the main image on a predetermined display unit, Based on the contents of actuation as which 
the operator operated and inputted the input means, the predetermined range in the main image 
displayed on said display unit is determined as a selection image. A selection image data generation 
means to generate the selection image data which is image data about this selection image, It has the 
presentation means for showing an operator the selection image based on this selection image data, and 
can constitute from regarding it as the image which photoed the selection image with the camera as 
photography action simulation equipment constituted so that an operator may be made to do false 
experience of the photography action. This photography action simulation equipment is easily realizable 
by installing the program recorded on computer apparatus, such as a general-purpose home computer, by 
the record medium like a less or equal. Namely, the computer equipped with the control means for 
performing photography action simulation based on the contents of actuation which the operator 
inputted from a predetermined input means It is the record medium with which the program code for 
making it function as photography action simulation equipment which makes an operator do false 
experience of the photography action was recorded. This program code The processing which generates 
the main image data for generating the main image data for displaying the required main image to a 
predetermined display unit at said control means at game advance, The processing which makes said 
main image data for displaying the main image on said display unit generate, While determining the 
predetermined range in the main image displayed on said display unit as a selection image based on the 
contents of actuation which operated said input means and the operator inputted The processing which 
generates the selection image data which is image data about this selection image, The program code for 
performing processing which generates the data for a display for displaying the selection image based on 
this selection image data on said display unit is the record medium recorded with the computer-readable 
gestalt. Moreover, the photography action simulation equipment by this invention A main image data 
generation means to generate the main image data which is image data for displaying the main image on 
a predetermined display unit, Based on the contents of actuation as which the operator operated and 
inputted the input means, the predetermined range in the main image displayed on said display unit is 
determined as a selection image. A selection image data generation means to generate the selection 
image data which is image data about this selection image, By regarding it as the image which is 
equipped with the selection image data offer means for providing a runner person with this selection 
image data through a predetermined transmitting means to send selection image data, and photoed the 
selection image with the camera It is realizable also as photography action simulation equipment 
constituted so that an operator may be made to do false experience of the photography action. This 
photography action simulation equipment is easily realizable by installing the program recorded on 
computer apparatus, such as a general-purpose home computer, by the record medium like a less or 
equal. Namely, the computer equipped with the control means for performing photography action 
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simulation based on the contents of actuation which the operator inputted from a predetermined input 
means It is the record medium with which the program code for making it function as photography 
action simulation equipment which makes an operator do false experience of the photography action was 
recorded. This program code The processing which generates the main image data for generating the 
main image data for displaying the required main image to a predetermined display unit at said control 
means at game advance, The processing which makes said main image data for displaying the main 
image on said display unit generate, While determining the predetermined range in the main image 
displayed on said display unit as a selection image based on the contents of actuation which operated 
said input means and the operator inputted The program code for performing processing for providing 
an operator with said selection image through a predetermined transmitting means to send the processing 
which generates the selection image data which is image data about this selection image, and this 
selection image data is the record medium recorded with the computer-readable gestalt. Here, processing 
for providing an operator with said selection image is performed as functions, such as the above- 
mentioned access information presentation means, an e-mail address receptionist means, and a 
connecting means. 
[0022] 

[Embodiment of the Invention] Hereafter, the desirable 1st operation gestalt of this invention and the 
2nd operation gestalt are explained with reference to a drawing. 

[0023] The operation [ 1st ] gestalt: Drawing 1 thru/or drawing 1 1 are drawings for explaining the game 
equipment by the 1st operation gestalt of this invention. In addition, this game equipment can also be 
used as photography action simulation equipment. As the appearance perspective view of drawing 1 
showed, the game equipment 100 by the 1st operation gestalt of this invention comes to equip various 
components within and without a case 101. A play person will stand into this case 101, and will perform 
a game. A display unit 102, the loudspeaker equipment which is not illustrated, and the controller panel 
1 03 are attached in the front face of the interior of a case 101. 

[0024] A display unit 102 consists of CRT and displays predetermined images including the main image 
under control by the below-mentioned image control unit which has a function as an image data 
generation means of this invention. Loudspeaker equipment is controlled by the below-mentioned sound 
control unit, and outputs a predetermined sound. 

[0025] The coin slot and start ** of an abbreviation of illustration are attached in the controller panel 
103. A coin slot is input port for throwing in a coin required for game initiation. Start ** can input a 
game initiation instruction now by pushing it. Moreover, the input unit 104 equivalent to the input 
means of this invention is attached in the controller panel 1 03. 

[0026] The input unit 104 has **** composition shown in drawing 2 . That is, an input unit 104 supports 
the false camera 105 and the false camera 105, and is constituted including the connection object 106 
which connects the controller panel 103. The connection object 106 is the member of the shape of the 
rod caudad equipped with engagement heights 106A. This engagement heights 106A is inserted in 
controller panel 103 front face along with guide rail 103 A in the condition which can slide into guide 
rail 103 A cut in the longitudinal direction. In addition, engagement heights 106A formed the point in the 
width of face which consists of width of face of opening of a guide rail 103 size at point **, from the 
guide rail 103, does not have dedropping and has come it. On the other hand, the connection object 106 
is the upper limit section, and is supporting the false camera 105 through the hinge which is not 
illustrated. By the above configurations, as it ****(ed) to drawing 2 , the false camera 105 can be moved 
now to a longitudinal direction, and can be rotated now in the vertical direction. The location of the 
longitudinal direction of the false camera 105 is detected by the right-and-left position sensor of an 
abbreviation of illustration. That is, a game person can input the information for changing the right-and- 
left location of the selection image in the main image by moving the false camera 105 to a longitudinal 
direction. Moreover, the angular position of the vertical direction of the false camera 105 is detected by 
the vertical position sensor of an abbreviation of illustration. That is, a game person can input the 
information for changing the vertical location of the selection image in the main image by moving the 
false camera 105 to a longitudinal direction. Moreover, the false camera 105 is made adjustable in the 
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location in every direction, and it can be rotated now 90 degrees so that the time of establishing in the 
time of establishing a camera sideways and longitude can be reproduced. The location of the false 
camera 105 in every direction is detected by the in-every-direction location sensor of an abbreviation of 
illustration. That is, a game person can input the information for making the aspect ratio of the selection 
image in the main image exchange by moving in the direction of the false camera 105 in every direction. 
The false camera 105 is made into the configuration which imitated the camera, and is constituted from 
this operation gestalt by the configuration which imitated general 1 eye REFUKAMERA. Moreover, 
shutter ** 105A is prepared in the top face of a false camera. This shutter ** 105A can input now the 
2nd information for determining a selection image by pushing it in. Moreover, the part applicable to the 
lens-barrel of the camera in the false camera 105 is zoom switch 105B. This zoom switch 105B is 
constituted rotatable considering the cylindrical core as a shaft, and when that game person rotates it, it 
can input the information for changing the magnitude of the selection image in the inside of the main 
image. Moreover, when the 2nd information is inputted by actuation of shutter ** 105 A, display unit 
105C for selection for displaying the image determined as a selection image imitates the finder of a 
camera in the tooth-back section of the false camera 105, and is prepared in it. The image displayed on 
display unit 105C for selection receives control by the image control unit like the case of a display unit 
102. Although this display unit 1 05C for selection is not restricted to this, a liquid crystal display 
constitutes it. By the configuration of such an input unit 104, a game person can input now the 1st 
information for making the location of the selection image in the inside of the main image, and the 
magnitude of said selection image change, and the 2nd information for determining a selection image 
with the feeling same with operating an actual camera. In addition, microphone equipment 105D is 
attached in the upper part of the false camera 105. this microphone equipment 105D is ** which inputs a 
game person's voice, and can gather now utterance of the game person who stands in front of a display 
unit 102, and is performing the game. 

[0027] Drawing 3 is drawing showing the hardware configuration of game equipment 100. So that 
clearly from this drawing game equipment 100 CPU120 which is constituted considering a 
microprocessor as a subject and performs various kinds of operations and motion control required for 
advance of a game, The screen drawing control unit 121 which draws a desired image to a display unit 
102 according to the instruction from CPU120, It has the sound control unit 122 to which a desired 
sound is made to output from loudspeaker equipment 107 according to the instruction from CPU120, 
and RAM124, ROM125 and the auxiliary storage unit 126 as a storage means. The sound control device 
122 makes the sound corresponding to reception and those data for PCM data and ADPCM data which 
were recorded on the auxiliary storage unit 126 output from loudspeaker equipment 107 according to the 
directions from CPU120. The so-called hard disk storage equipped with the magnetic storage medium is 
built in the auxiliary storage unit 126. 

[0028] Each above-mentioned control devices 121 and 122, RAM124 and ROM125, and an auxiliary 
storage unit 126 are connected with CPU120 through the bus 127. Moreover, above-mentioned shutter 
**105A, zoom **105B, display unit 105C for selection, microphone equipment 105D, and right-and-left 
position-sensor 108A, vertical position-sensor 108B, in-every-direction location sensor 108C, start ** 
1 10, and coin management equipment 1 1 1 are connected to CPU120 through the bus 127. Coin 
management equipment 1 1 1 manages the propriety metallurgy frame of the coin thrown in from the coin 
slot. 

[0029] A program and data required in order to control the basic actuation at the time of starting of game 
equipment 100 etc. are written in ROM125. Image data required to display the main image used with 
game equipment 100 etc. is written in the auxiliary storage unit 126. This data is loaded to the 
predetermined field of RAMI 24 according to the command from CPU50. 

[0030] Drawing 4 is the functional block diagram showing the internal configuration of game equipment 
100. This game equipment 100 becomes including the directions information analysis section 201, the 
game control section 202, the main image data-logging section 203, the main image data generation 
section 204, the utterance directions data-logging section 205, the utterance directions data generation 
section 206, the image control section 207, the image data generation section 208 for selection the 



selection image data generation section 209, the output sound data generation section 210, and the 
output sound control section 21 1 so that clearly from this drawing. 

[0031] It connects with start ** 1 10, coin management equipment 111, and an input unit 204, and the 
directions information analysis section 201 analyzes the contents of actuation inputted from these, and 
transmits the meeting contents of ** to a game control section. 

[0032] The game control section 202 is a part which performs control of the game on-going main image 
data generation section 204, the utterance directions data generation section 206, the image data 
generation section 208 for selection, the selection image data generation section 209, the output sound 
data generation section 210, and the output sound control section 21 1, and manages game advance 
substantially. A photography game is controlled by this operation gestalt. According to the information 
on game initiation that it was specifically inputted from the payment information and start ** 1 10 which 
were inputted from coin management equipment 1 1 1 etc., game initiation is permitted or the game 
expansion under activation is controlled. 

[0033] The image data about all the main images that may be displayed on a display unit 102 at the time 
of game advance is recorded on the main image data-logging section 203. Since each main image in the 
game equipment of this operation gestalt is used as the animation, let each image data about the main 
image be a video data. Although a person, scenery, etc. do not have a limit especially as for the contents 
of the main image, with this operation gestalt, the image of a female model turns into the main image. 
About this, it mentions later. 

[0034] Based on the information from the game control section 202, the main image data generation 
section 204 reads image data from the above-mentioned main image data-logging section 203, and 
generates the main image data. Based on this main image data, the main image suitable on a display unit 
102 will be displayed. The configuration of the main image data generation section 204 is explained in 
foil detail with reference to drawing 5 . Data generation section 204A and voice judging section 204B 
are contained in the main image data generation section 204. Data generation section 204A generates the 
main image data based on the game control section 202 or the data from voice judging section 204B by 
reading image data from the main image data-logging section 203, and makes the core of the main 
image data generation section 204. Voice judging section 204 B corresponds to the voice judging means 
by this invention, and has the function of judging the extent, about it being exact to the contents of the 
timing into which the voice which the game person inputted from microphone equipment 105D through 
the contents analysis section 201 of directions and the game activation section 202 uttered should input 
the voice showed on a display unit 102 with the data from the below-mentioned utterance directions data 
generation section 206, and the voice which should input. Voice judging section 204B of this operation 
gestalt judges the accuracy about utterance timing and contents by contrasting the information about the 
timing and contents of utterance read from the utterance directions data-logging section 205, and the 
information inputted from microphone equipment 105D. And this voice judging section 204B generates 
the voice judging data which are data in which extent of the accuracy of utterance is shown, and it is 
constituted so that it may send to data generation section 204A. 

[0035] The data for directing the timing of right utterance and the contents of utterance to a play person 
are recorded on the utterance directions data-logging section 205. The utterance directions data 
generation section 206 generates the data for showing the above-mentioned directions on a display unit 
102 711686 ^ ^ S6nt t0 ^ image COntro1 section 207 ' 311(1 w* 11 be displayed on a display unit 

[0036] The image data generation section 208 for selection will generate the image data for displaying 
the image ("the image for selection" being called by the case.) determined as a selection image on 
above-mentioned display unit 105C for selection, if the 2nd information is inputted by actuation of 
shutter ** 105 A. Since the images for selection are some main images, the image data for the image 
display for selection is generated based on the data inputted as the main image data through the 
directions information analysis section 201 from the vertical position sensor 108, the right-and-left 
position sensor 109, and zoom switch 105B. The image data for the image display for selection is sent to 
display unit 105C for selection, and controls this display unit 105C for selection. 
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[0037] The selection image data generation section 209 generates the selection image data about the 
selection image which is an image of a certain range in a certain moment of in the main image displayed 
as a dynamic image. The configuration of the selection image data generation section 209 is shown in 
drawing 6 . It is constituted by the selection image data generation section 209 including data generation 
section 209A and evaluation section 209B which makes a part of evaluation means in this invention. 
Data-logging section 209C for evaluation applicable to the record medium which recorded the data for 
evaluation in this invention, and contrast section 209D equivalent to the contrast means of this invention 
are contained in the evaluation section 209. Data generation section 209A is constituted so that the data 
of the image for selection at the time may be received from the image data generation section 208 for 
selection, and when the 2nd information is inputted from shutter ** 105A through the directions 
information analysis section 201 and the game control section 202, it determines the image for selection 
at the time as a selection image. Evaluation section 209B generates the evaluation data about evaluation 
of the selection image concerned based on the selection image data received from data generation 
section 209A. If it explains in full detail more, to above-mentioned data-logging section 209C for 
evaluation The evaluation data for selection image evaluation prepared beforehand are recorded about 
each of all the selection image data that may be generated. Contrast section 209D Evaluation data are 
generated per each selection image by contrasting the selection image data received from data 
generation section 209A, and the data read from data-logging section 209C for evaluation. This 
evaluation data is sent to the image control section 204 with selection image data, and is reflected in the 
display of a display unit 102. 

[0038] The output sound control section 21 1 controls loudspeaker equipment 107, and outputs a 
predetermined sound from loudspeaker equipment 107 based on the output sound data which the output 
sound data generation section 2 1 0 generated under directions of the game control section 202. 
[0039] Next, suppose that 1 operation gestalt of the control approach of the game equipment by this 
invention is explained by explaining per actuation of above-mentioned game equipment. The flow of the 
processing performed with this game equipment is roughly shown in drawing 7 . 
[0040] A photography game is started, when a play person throws a predetermined coin into a coin slot 
and pushes start ** (S301). The information about what the coin of the suitable frame from coin 
management equipment 1 1 1 was thrown into coin input port for, and the information about what start ** 
was pushed for are specifically inputted into the directions information analysis section 201, and the 
game control section 202 which received this information directs game initiation to each functional 
block. 

[0041] Processing of a model selection is performed with game initiation (S302). It says making a 
decision about the thing who a model selection makes the model which should be used as a 
photographic subject make to a play person. When the image control section 207 which received the 
directions from the game control section 202 generates the data of the image which demands a model 
selection from a play person and specifically sends this to a display unit, the image for a model selection 
is displayed on a display unit 102. Although illustration is omitted, let the image for a model selection 
be the following, for example. Namely, it displays on a display unit 102 by using as the image for a 
model selection what displayed the image of two or more persons', for example, three persons, female 
model lining up side-by-side with the identifier. A play person performs the declaration of intention 
about the thing whether to use which model as a photographic subject, by actuation of an input device 
104. With the game equipment 100 of this operation gestalt, the model to choose is determined by 
changing the model chosen by migration of the longitudinal direction of the false camera 105 and 
pushing shutter** 105 A. 

[0042] If processing of a model selection is performed next, processing of a story selection will be 
performed (S303). It says making a decision about the thing what kind of thing a story selection makes 
the environment which should photo a photographic subject make to a play person. When the image 
control section 207 which received the directions from the game control section 202 generates the data 
of the image which demands a story selection from a play person and specifically sends this to a display 
unit, the image for a story selection is displayed on a display unit 102. Although illustration is omitted 
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let the image for a story selection be the following, for example. Namely, it displays on a display unit 
102 by using as the image for a story selection what displayed the image which stands still at the 
environment where the models chosen previously differ lining up side-by-side with the title about the 
environment. For example, the image in which each environment which performs a photography game 
in the same environment as a studio photography meeting, and which takes a photograph in a summer 
resort where a photograph is taken in the middle of a date [ in a park ] is shown is displayed with a title. 
A play person performs the declaration of intention about the thing whether to choose which story, by 
actuation of an input unit 104. With the game equipment 100 of this operation gestalt, the story to 
choose is determined by changing the story chosen by migration of the longitudinal direction of the false 
camera 105, and pushing shutter ** 105 A. 

[0043] After processing of a story selection finishes next, the first stage of a photography game is started 
(S304). In photography game initiation, the **** image shown in drawing 8 is displayed on a display 
unit 102. This display is controlled by the main image data generated when the main image data 
generation section 203 which received the directions from the game control section 202 read the image 
data recorded on the main image data-logging section 203. That is, like ****, directions of the purport 
which reads the image data corresponding to the data for choosing the model and story which were 
inputted are sent to the main image data generation section 205 from the game control section 202, and 
the main image data generation section 205 performs processing which reads the data about the main 
image corresponding to the selected model and the selected story from the main image data-logging 
section 203 based on this. 

[0044] It explains per contents of the image shown in drawing 8 displayed on a display unit 102. The 
inside S of drawing 8 is the main image, and is expressed as this operation gestalt as an animation. The 
sequential array of the selection image which W is a frame for selection image display, and was 
generated by actuation of a play person's shutter ** 105 A is carried out. H is an evaluation gage and the 
display in which a rod-like evaluation bar expands and contracts the inside of a rectangular frame is 
made. The bar is shown by the gray in drawing and it means that evaluation of a selection image is so 
high that this is long. T is a time gage and shows a play person the residual time which can perform a 
photography game. The overall length of the time gage T is equivalent to the time amount which can 
perform a photography game, and residual time is displayed by performing the display for which Mobile 
I is accompanied and moved to a time gage. In an example of the 1st selection timing directions means 
as used in the field of [ Bl is a best scene distribution gage, and ] this invention. The best scene 
distribution gage Bl is displayed on a display unit 102 as a bar meeting the time gage T, and the die 
length of it comes to be the same as the die length of a time gage. And it indicates at which time of a 
time gage if shutter ** 105 A is operated at the time, the main image S which can obtain high evaluation 
will be displayed by change of the color arranged on the bar, a notation, etc. beforehand. The color of 
three colors according to the height of the evaluation which operates shutter ** 105 A and is obtained at 
that time is allotted to the best scene distribution gage Bl in this operation gestalt, and, thereby, a play 
person can prepare the alignment for operating shutter ** 105 A now beforehand for it. In an example of 
the 2nd selection timing directions means as used in the field of [ B-2 is heart mark navigation and ] this 
invention. Heart mark navigation B-2 is displayed as a notation of a heart mark mold on a display. This 
heart mark navigation displays that possible [ a check by looking of a play person ], when shutter ** 
105 A is operated at that time and the evaluation higher than predetermined evaluation about a selection 
image can be obtained. When it specifically becomes the timing concerned which can obtain high 
evaluation, a display is controlled [ making a heart mark expand and contract and ], or it is performed 
that it is as controlling a display **** so that the color of a heart mark may be changed. 
[0045] The play person generates the selection image, looking at the above main images. A play person 
can use the image displayed on display unit 105C for selection attached in the false camera 105 in 
generation of a selection image. This image is generated as mentioned above by the image data 
generation section 208 for selection using the main image data. The image which cut off the 
predetermined range in the main image more specifically specified by these inputs based on the input 
from each sensor of right-and-left position-sensor 108A inputted by actuation of the false camera 105 by 



the play person, vertical position-sensor 108B, and in-every-direction location sensor 108C is displayed 
on display unit 105C for selection as an image for selection. An example of the image displayed on 
display unit 105C for selection as an image for selection is shown in drawing 9 (a) and (b). It has 
become some images with which drawing 9 (a) and (b) were displayed on the display unit 102. 
Moreover, a zoom is enlarged rather than the image with which the image shown in drawing 9 (b) was 
shown in drawing 9 (a), while a play person looks at this image for selection - the false camera 105 - 
operating it -- here -- ** - shutter ** 105 A is pushed in to the timing to consider. The information on a 
purport that shutter ** 105 A was pushed in is told through the directions information analysis section 
201 and the game control section 202 to the selection image data generation section 209, and data 
generation section 209A in the selection image data generation section 209 generates selection image 
data based on this data. In addition, when shutter ** 105A is pushed, 1/100 second -1 / control which is 
displayed black about 10 seconds will be performed for the whole screen of display unit 105C for 
selection, and production which gives a play person the same feeling as the case where a shutter is cut 
with a camera can be performed. In this case, if a display to which the part displayed black by reverse 
motion decreases is performed after increasing the part displayed on those long side and parallel black, 
and the part displayed black being put together and displaying the whole screen black from both the long 
sides of the screen of display unit 105A for selection, the same feeling as the time pf cutting the shutter 
of a camera will come to be given by the play person still more strongly. Moreover, when performing 
production which displays the whole screen of display unit 105 A for selection black, it is desirable to 
perform control which carries out a short-time halt of the image for selection currently shown 
immediately after that by display unit 105 A for selection. It comes to be made to perform the check 
about the thing what kind of selection image was generated, by carrying out like this by the play person. 
Selection image data is sent to comparator 209D from data generation section 209A. In comparator 
209D, evaluation of a selection image is performed by contrast with the data read from data-logging 
section 209C for evaluation, and the data about evaluation of a selection image are generated. This data 
is sent to the image control section 207 with selection image data. In addition, evaluation of a selection 
image may be carried out what. For example, the height of evaluation can also be defined according to a 
certain principle about the whole composition, and it is also possible to set up highly evaluation of the 
photograph with which a female model is likely to be pleasing. If it says in the example of drawing 9 , 
since it will be thought that the selection image of (a) has large possibility that it will be liked better than 
the selection image of (b) if it carries out from a female model, evaluation of the selection image of (a) 
can be more highly set up rather than the case of the selection image of (b). 
[0046] If the above-mentioned data are sent to an image control section, as drawing 10 showed, a 
sequential indication of the selection image is given at the above-mentioned frame W. According to the 
sense of a selection image in every direction, a frame changes the sense and is displayed. In addition, 
with the game equipment of this operation gestalt, the height of the evaluation about that selection image 
is also expressed on a display unit 102. For example, change of the color of Frame W can express height 
of this evaluation. Although change of the sense of the above-mentioned selection image in this 
operation gestalt in every direction is performed by modification of the sense of the false camera 105 in 
every direction Even if it does not change the sense of the false camera 105 in every direction to the 
false camera 105, the input unit constituted by the push button in order to input the information to which 
the change of the sense of a selection image in every direction is urged is prepared. By actuation of this 
input unit The sense of a selection image in every direction can be changed. The information mentioned 
above for urging the change of the sense of a selection image in every direction is generated by 
operating the above-mentioned input unit, and is sent to the image data generation section 208 for 
selection through in-every-direction location sensor 108C. By this, the image for selection of a suitable 
location in every direction will be generated. In addition, when such a configuration is adopted, it is 
possible that the sense of the image displayed on display unit 105C for selection in every direction and 
the sense of the selection image obtained as a result in every direction are not in agreement unlike the 
case where false camera 105 the very thing is rotated. Then, when a configuration equipped with the 
input device for changing the selection image sense in every direction like **** is adopted, the sense of 



the image displayed on display unit 105C for selection in every direction can be changed as shown in 
drawing 10 . The part which the part shown by the drawing bullet is the display screen of display unit 
105C for selection, and was shown in white is the range where the image for selection is displayed. 
Thus, by changing the sense of the image for selection in every direction, when shutter ** 105 A is 
pushed, the display unit 105C desired end for selection of always showing a play person a selection 
image and the becoming image can be achieved. 

[0047] On the other hand, if a photography game progresses and fixed time amount passes, the utterance 
directions data generation section 206 will generate the data for displaying the image for read-out and 
utterance directions for data on a display unit 102 from the utterance directions data-logging section 205. 
According to this data, the display for directing the timing and the contents (language which should be 
uttered) of utterance is displayed on a display unit 102. What kind of thing may be used for the timing of 
utterance, and directions of the contents. Suppose that utterance of the language of the contents which 
uplifts the temper of a female model is directed to a play person as contents of utterance with this 
operation gestalt. these directions were shown in drawing 1 1 - as ~ for example, - " ~ dying ~ ****** 
[ ] ~ it is very good ~ it can be based on the display in the alphabetic character If timing of utterance 
can be uttered before only predetermined time displays this alphabetic character and it disappears or it is 
proper that it is made to utter as early as possible, if this alphabetic character is displayed, it will set up 
supposing that it is proper etc. suitably. 

[0048] Utterance which the play person performed is inputted from microphone equipment 105D. And 
the information about utterance which the play person performed is sent to voice judging section 204B 
in the main image data generation section 204 through the support information analysis section 201 and 
the game control section 202. Voice judging section 204B generates the voice judging data about the 
timing of voice input, and the accuracy of the contents by contrasting read-out, and this and the above- 
mentioned data for data from the voice directions data-logging section 205. This voice judging data is 
sent to data generation section 204A, and data generation section 204A generates read-out and the main 
image data for the data about the main image in which voice judging data were made to reflect from the 
main image data-logging section 203. For example, a female model displays the image of removing a 
coat or inviting in to the room, as a main image so that it may mean that the temper of the woman of a 
model rose by utterance. The main image in which voice input was made to reflect will be displayed on 
a display unit 1 02 by such processing. 

[0049] A stage is completed when the time limit which generated the selection image of the number of 
sheets of a convention of a game person, or was defined passes (S305). in addition, a stage ~ on the way 
- the case where came out and evaluation of a selection image becomes remarkably low -- directions of 
the game control section 202 ~ compulsory - a game - it becomes exaggerated. Termination of each 
stage performs the judgment of whether the stage was the last stage (S306). If the stage is the last stage 
(S306:YES), the last results will be displayed on a display unit 102, and a game will be completed 
(S307). In addition, when it is able to clear to the last stage, access information is displayed on a display 
unit 102 by directions of the game control section 202. This access information includes the information 
about the address of a homepage, and the information about the password for pulling out the selection 
image data about the selection image chosen by itself through that homepage. The above-mentioned 
password is written down and a game person can access the computer of which read-out of said 
selection image data was made possible from the record means which recorded selection image data via 
the communication line of the Internet and others from a predetermined computer. And a game person 
can come to hand [ the selection image data about the selection image chosen by itself] now through the 
computer. In addition, it can make it possible for the selection image data like **** to come to hand 
using a radio circuit using Personal Digital Assistants, such as a cellular phone and PHS. Moreover 
although basing-on this invention game equipment 100 omits illustration, it shall be equipped with the 
input unit which it consisted of with the keyboard in order to receive the input of an e-mail address from 
a play person. And the above-mentioned selection image data can be transmitted to the predetermined e- 
mail address which the play person inputted through this input unit. Moreover, although the game 
equipment 100 by this invention omits illustration, it shall be equipped with connections, such as a 
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connector which performs an exchange of a Personal Digital Assistant and data. If it is game equipment 
100 equipped with such a connection, even if it is not a communication line course, it can read from 
game equipment 100 to a play person's Personal Digital Assistant directly by connecting a play person's 
Personal Digital Assistant to the connection of game equipment 100. In this case, you may make it 
display the image based on the read selection image data on the display with which the Personal Digital 
Assistant is equipped. The image data which can be pulled out can also be made into specific image data 
common not only to the data about the selection image chosen by itself but each play person. Moreover, 
since the selection image in this operation gestalt is a still picture, selection image data is made into the' 
image data of for example, the JPEG format about a still picture, but a play person can be provided with 
the selection image data of for example, the MPEG4 format about an animation when using a selection 
image as an animation. 

[0050] The following processings are continued when the stage is not the last stage (S306:NO). 
[0051] Termination of a stage displays comprehensive evaluation of the stage on a display unit 102. the 
evaluation displayed - the highest ~ S -- he is trying to be set to E by A+, A-, B+-, D+, D-, and the 
minimum subsequently 

[0052] Subsequently, processing of the story selection like **** is performed and the 2nd stage is 
started. In the story selection processing in this case, a limit is applied to the story which can be chosen 
with the results of a front stage. The story from which it is displayed on a display and a game person 
becomes selectable when the comprehensive results of a front stage are E, D+, and D- Namely, one The 
story as which the story displayed on a display when the comprehensive results of a front stage are C+, 
C-, B+, and B- is displayed on a display when two and the comprehensive results of a front stage are 
A+, and A, -, S is set to three (front story). In addition, about the story which cannot be chosen, although 
processing which is not displayed at all may be performed, processing which bets a mosaic and 
instigates a game person's regret may be performed. The stage of the above-mentioned beginning and 
the 2nd same stage are performed after this story selection processing, and after the 2nd stage is 
completed, comprehensive evaluation of the stage is displayed like the case where it is a ***♦. 
Subsequently, story selection processing is performed and the 3rd stage is performed. In addition, 
drawing 12 shows notionally the list of the stages which can be chosen. "Branching" shown in drawing 
12 means that the main image displayed on a display unit 102 changes with extent of the accuracy of 
voice input. 

[0053] Moreover, on each stage, when some specific conditions are fulfilled, it is also possible to make 
selectable a bonus stage other than the above-mentioned stage shown by drawing 12 . A different 
production from other stages can also be made on this stage. For example, with this game equipment 
100, once it pushes shutter ** 105A, burst mode into which the 2nd information for determining a 
selection image continuously is inputted can be performed. 

[0054] In addition, it is able for a stage to take for progressing and to make the contents of above- 
mentioned voice input altitude with this game equipment 100. for example, the input of the voice of the 
contents of "here here" in the first stage - requiring - the next stage - "- dying ~******and here - " 
-- ** » the input of the voice of the contents to say - requiring - a degree - a stage ~ "-- dying - 
****** and ******here - " - ** - processing in which the input of the voice of the contents to say is 
required is possible. That is, the data recorded on the utterance directions data-logging section 205 can 
be made into such a thing. 

[0055] 2nd operation gestalt:, next the 2nd operation gestalt of this invention are explained. In addition, 
it supposes that a common sign is used for the part which is common in the 1 st operation gestalt by 
explanation of the 2nd operation gestalt, and duplication explanation is omitted. The game equipment 1 
of this example is a game special-purpose-machine computer apparatus, and constitutes video game 
equipment 1 by being united with the record medium concerning this invention. 
[0056] First, the body of game equipment for constituting the game system of this invention is explained 
with reference to drawing 13 . About this body of game equipment, what was indicated by JP,8- 
212377,A, for example can be used. The game system which can perform two or more kinds of games 
consists of these operation gestalten by read the game program and the data which were recorded on 
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freely exchangeable auxiliary record media, such as portability disks (CD-ROM, DVD-ROM, etc.) and a 
memory card, by the body of game equipment, and carry out collaboration activation of this with other 
program codes in the operating system (below Operating system:, and "OS") and the equipment of game 
program independence or the body of game equipment concerned. 

[0057] The concrete example of a configuration of the body of game equipment is as being shown in 
drawing 13 . That is, the body 1 of game equipment is constituted including Maine Bath B for 
connecting the main control section 10, the image control section 20, the acoustical-treatment section 
30, the disk control section 40, the communications control section 50, the input/output port section 60, 
and each part 10-60 of the above possible [ two-way communication ]. 
[0058] The main control section 10 comes to contain CPU (Central Proccessing Unit)l 1, the 
circumference device controller (D-CONT) 12 which performs interrupt control, DMA (Direct Memory 
Access) transfer control, etc., RAM (Randum Access Memory) 13 for recording a game program and 
data temporarily, and ROM (Read Only Memory) 14 in which OS which performs generalization- 
management thru/or control of each part of equipment was stored. CPU1 1 is RISC(reduced instruction 
setcomputor) CPU, and two or more functions mentioned later are realized based on the game program 
in OS and RAMI 3 which are recorded on ROM 14 etc. 

[0059] The geometry transfer engine 21 which performs coordinate transformation of the data from 
which the image control section 20 serves as a candidate for a display etc. at a high speed (GTE), The 
graphics processing unit 22 which performs drawing processing of the game image which consists of 
combination, such as a polygon and sprite (polygon of a triangle, a square, etc.), based on the drawing 
directions from CPU1 1 (GPU), It has the frame buffer (F-B) 23 which records temporarily the game 
image in which drawing processing was carried out by GPU22, and the image decoder (MDEC) 24 
which performs decoding of image data if needed. It is decoded by the image decoder 24 by display unit 
DP, and the image data currently recorded on the frame buffer 23 is read and displayed on it. By 
performing continuously record to the above-mentioned drawing processing and the frame buffer 23 by 
GPU22, the game image containing an animation element can be displayed now on display unit DP. 
[0060] The acoustical-treatment section 30 changes including the sound regeneration processor (SPU) 
3 1 which performs sound playback based on sound data, and the sound buffer (S-B) 32 for recording the 
reproduced data temporarily. The data in this sound buffer 32 are outputted to Loudspeaker SP. 
[0061] The disk control section 40 changes including the disk drive equipment (CD-ROM DRV) 42 for 
reproducing the contents of record of the music CD on which CD-ROM for games or music data was 
recorded so that CPU1 1 can be recognized (the reproduced data being hereafter called "playback data"), 
and the CD-ROM decoder (CD-ROM DEC) 41 which decrypts it when the error correction (ECC) sign' 
is added to playback data. Before making disk drive equipment 41 record playback data on RAM 13, to 
it, the buffer recorded temporarily is usually provided. In addition, the CD-ROM decoder 41 constitutes 
a part of acoustical-treatment section 30, and the thing about a sound is inputted into SPU31 among the 
outputs of this CD-ROM decoder 41. 

[0062] The communications control section 50 is equipped with the device driver (D-DRV) 52 used as 
the interface of the exchangeable memory card MC and the communication link controller 51 used as an 
example of the communication link controller (COM CONT) 51 which performs communications 
control between CPUsl 1 through Maine Bath B, the game controller CN which receives the directions 
from a player, and the memory card equipment of this invention. The game controllers CN are the 
interface components for directing the intention of a player. The data directed through this game 
controller CN are transmitted to the communication link controller 51 by synchronous system 
communication link. 

[0063] The communication link controller 51 transmits the directions data showing the contents of 
directions sent from the game controller CN to CPU1 1 . Thereby, the intention of a player is told to 
CPU1 1 and CPU1 1 can perform now processing according to the intention of a player based on the 
game program currently performed. The communication link controller 51 also has the function which 
reads the data recorded as data logging to a memory card MC again based on the directions from 
CPU1 1 . Since it dissociates from Maine Bath B, a memory card MC is in the condition which switched 
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on the power source, and can be detached and attached. 

[0064] Each port of the parallel I/O (I/O) 61 and serial input/output (I/O) 62 incorporates the electronic 
data (musical piece data etc.) from each connected equipment while connecting the sound processor and 
external information processor which reproduce a musical piece and a musical instrument sound. That 
is, this invention can be carried out now not only using CD for games, and the music CD but using the 
data from an external device. 

[0065] Next, a memory card MC is explained. A memory card MC is inserted in the card insertion 
section prepared in the slot which the body 1 of game equipment does not illustrate, and is used as a 
data-logging means of the proper corresponding to each of two or more game controllers CN. For 
example, when two persons' player performs a game, each one of game activation results etc. can be 
recorded on two memory cards MC, respectively. In addition, it is indicated by JP,1 1-7504,A about the 
appearance configuration of a memory card MC, and the wearing device to the card insertion section. 
[0066] If powering on or reset processing is performed in the body 1 of game equipment of the above- 
mentioned configuration where disk drive equipment 42 is equipped with CD-ROM44, CPU1 1 controls 
the disk control section 40, will read the game program currently recorded on CD-ROM (CD) to main 
memory 13, and will perform it while performing OS memorized by ROM14 and initializing the whole 
equipment, such as a check of operation. By this game program execution, CPU1 1 forms functional 
block as shown in drawing 14 , and realizes the video game equipment of this invention. 
[0067] This video game equipment 1 has the same functional block as the 1st operation gestalt and 
abbreviation in the interior. That is, video game equipment comes to contain the directions information 
analysis section 201, the game control section 202, the main image data-logging section 203, the main 
image data generation section 204, the utterance directions data-logging section 205, the utterance 
directions data generation section 206, the image control section 207, the image data generation section 
208 for selection, the selection image data generation section 209, the output sound data generation 
section 210, and the output sound control section 21 1. In the directions information decode section 201 
of the video game equipment 1 of the 2nd operation gestalt, it differs from the 1st operation gestalt in 
that there is no input from coin management equipment 111. There is no input from coin management 
equipment 1 1 1 in the directions information decode section 201 of this video game equipment 1 
because this video game equipment does not have the coin slot 108 like the 1st operation gestalt' and 
coin management equipment 111. 

[0068] This video game equipment 1 has the same function as the game equipment of the 1st operation 
gestalt except for the above-mentioned point, and can perform the same photography game as the game 
equipment of the 1st operation gestalt. 

[0069] In addition, the controller CN of this video game equipment 1 is the controller generally attached 
to video game equipment for home use. However, it can change into this controller CN and the 
controller CN constituted including the false camera made into the configuration which imitated the 
camera can be used. This controller CN can equip with and constitute the 2nd input means for inputting 
the 2nd information for determining a selection image as the 1st input means for inputting the 1st 
information for making the location of the selection image in the inside of the main image displayed on 
display unit DP, and the magnitude of said selection image change. This is [ that the 1st input device 
should just be a thing equipped with the function to detect the relative position of the false camera for 
example, to display unit DP ] realizable using a gyroscope, an acceleration sensor, etc. The 2nd input 
fo070] IS reallZaWe by P***™* to same shutter * * as the case of the 1 st operation gestalt. 

[Effect of the Invention] According to the game equipment by this invention, the game equipment which 
can make false experience of the photography which does not have an example until now give a game 
person can be realized now so that clearly from the above explanation. 

[Translation done.] ~ ~ 



hltn://www4 inrl1 innit on in/poi-Kin/tmn «;aK nni 



20/5.K/57 (Item 57 from file: 350) Links 
DerwentWPIX 

(c) 2007 The Thomson Corporation. All rights reserved. 
000996ASM Drawing avaihMe 

WPI Acc no: 2000-264024/200023 /^Ctif* nt**.u+m" 

XRPX Acc No: N2000- 1 9752 1 ^^^j 
Image capture apparatus for video game apparatus, captures image selected by the player and displays it for 
set time period, with camera and display having different lines of sight from player 

Patent Assignee: NAMCO LTD (NAMC-N) 
Inventor: OMURA 



Patent Family ( 2 patents. 1 coanteias ) 



Patent Number 


Kind 


Date 


Application 
Number 


Kind 


Date 


Update 


Type 


JP 2000069467 


A 


20000303 


JP 1998254522 


A 


19980825 


200023 


B 


JP 3519281 


B2 


20040412 


JP 1998254522 


A 


19980825 


200425 


E 



Priority Applications (no., kind, date): JP 1998254522 A 19980825 



Patent Details 



Patent Number 


Kind 


Lan 


Pgs 


Draw 


Filing Notes 


JP 2000069467 


A 


JA 


15 


15 






JP 3519281 


B2 


JA 


14 




Previously issued patent 


JP 2000069467 



Alerting Abstract JP A 

NOVELTY - The display (310) and the camera (320), are provided such that respective lines of sight (330,340) from 
the player (300) is different. A particular image for display is selected, based on which, the image is captured and 
displayed for predetermined time period. 

DESCRIPTION - An INDEPENDENT CLAIM is also included for the program for image capture. 
USE - For video game apparatus e.g. for racing game. 

ADVANTAGE - The hardware need not be modified to receive the player image. The still picture image of the 
player is displayed as per the selection. 

DESCRIPTION OF DRAWINGS - The figure shows the configuration of the camera and the display 
300 Player 
310 Display 
320 Camera 
330,340 Lines of sight 

Title Terms /Index Terms/Additional Words: IMAGE; CAPTURE; APPARATUS; VIDEO; GAME- SELECT- 
PLAY; DISPLAY; SET; TIME; PERIOD; CAMERA; LINE; SIGHT 

Class Codes 



International Patent Classification 




Class 


Scope 


Position 


Status 


Version Date | 





Level 










H04N-007/18 






Main 




"Version 7" 


A63F-013/00; A63F-013/02; 
G06T-001/00 






Secondary 




"Version 7 



File Segment: EngPI; EPI; 

DWPI Class: T01 ; W02; W04; P36 

Manual Codes (EPI/S-X): T01-J10; W02-F01 ; W04-X02C 

Image capture apparatus for video game apparatus, captures image selected by the player and displays it for 
set time period, with camera and display having different lines of sight from player Original Titles:PICTURE 
TAKE-IN DEVICE AND INFORMATION STORAGE MEDIUM Alerting Abstract ...respective lines of sight 
(330,340) from the player (300) is different. A particular image for display is selected, based on which, the image is 
captured and displayed for predetermined time period. DESCRIPTION - An INDEPENDENT CLAIM is also 

included for the program for image capture USE - For video game apparatus e.g. for racing game... 

...ADVANTAGE - The hardware need not be modified to receive the player image. The still picture image of the 
player is displayed as per the selection Title Terms .../Index Terms/Additional Words: CAPTURE; Class Codes 
International Patent Classification IPC Class Level Scope Position Status Version Date H04N-007/18 Main 
A63F-013/00 A63F-013/02 Manual Codes (EPI/S-X): T01-J10 W04-X02C 



a9>B*H**W (J P) & !|# If & & (A)> 



#^2000-69467 
(P2000-69467A) 
(43)&BBB ¥/S12<P3fl3B(2000.3.3) 



<51)IntiCa.' 

H0 4N 7/18 

A6 3F 13/00 

G0 6T 1/00 



mam 



FI 

H0 4N 7/18 

A6 3F 9/22 

G0 6F 15/64 



U 2C001 

F 5B047 

B 5C054 
320A 



Mfcft *»* H««©ft8 FD (± 15 H) 





&WF10-254522 


mmmA 


000134855 










(22)HHHB 


¥tiL\&£ 8 /! 25 B (1998. 8. 25) 




*CKfc*fflK#JWll2TB8#5^ 






mm* 


**f tOi 








#««*BK£*/I|2TB8#5# &£ 














(74)ft9A 


100090387 








#S± fttt ff* (*2«) 











(54) raw©**] mm^^mmfmmum 

(57) 

1»?&¥K) SWfeKOSi^iSaii. Yfrt>(0 

sm<m%& «fc 5fcEss^jg»ffl^^ ^ 320 1& 





%t9/2®S t T, EAST Versrcrrr:- 2.1.<2M4» 



(12) 



#182000-69467 




[09] 




9(0 



<B) 



510 




—520 



(C) 



"grey 




520 Y 530x 





540 



[012] 




660-3 660-1 670-f 660-2 



8/9/20W, EAST Verstfcrm- 



(13) #1182000-69467 




113] 



-IfO 



N40 



1 



130 



/I60 



,190 



170 



3/9/2CW7 7 , EAST Versicnrv 2.1.CP.r4' 



* NOTICES * 



JPO and INPUT are not responsible for any 
damages canoed by the use of this tramatetixMa. 

1 .This document has been translated by computer. So the translation may not reflect the original 
precisely. 

2.**** shows the word which can not be translated. 
3. In the drawings, any words are not translated. 



CLAIMS 



[Claim(s)] 

[Claim 1] As the eye line over the camera for photography of a player differs from the eye line over a 
display including the camera for photography, and a display, they are a camera for photography, and 
image incorporation equipment with which the display is arranged. A player image photography means 
to incorporate using said camera for photography and to photo the image of the target player, An image 
output means for selection to output the image for selection for performing the selection input of the 
image with which a player wishes incorporation from the image of a player used as said incorporation 
object to a display, An image incorporation means to determine an incorporation image based on the 
selection input of said image for selection, and a player, and to capture the image of the photoed player, 
An image-processing means to perform a given image processing using said incorporation image is 
included. Said image output means for selection Image incorporation equipment characterized by the 
given thing [ carrying out time delay and outputting said image for selection to a display ] from the time 
of photography of the player image used as an incorporation object so that said camera for photography 
can photo the player image of a camera eye line. 

[Claim 2] Image incorporation equipment with which said player image photography means photos the 
dynamic image of a player, said image output means for selection outputs the dynamic image of the 
photoed player to a display as an image for selection in claim 1, and said image incorporation means is 
characterized by to determine an incorporation image based on the image currently displayed on the 
display to the timing of said selection input. 

[Claim 3] The image incorporation equipment with which said player image photography means photos 
the dynamic image of a player, said image output means for selection outputs two or more static images 
extracted from the dynamic image of the photoed player to a display as an image for selection in claim 
1 , and said image incorporation means is characterized by to determine an incorporation image based on 
the static image chosen by the selection input of a player. 

[Claim 4] Image incorporation equipment characterized by for said image output means for selection 
outputting to a display the image with which a list indication of said two or more static images was 
given as an image for selection in claim 3, and said image incorporation means determining an 
incorporation image based on the static image which the player out of said static image by which it was 
indicated by the list chose by the selection input. 

[Claim 5] As the eye line over the camera for photography of a player differs from the eye line over a 
display including the camera for photography, and a display, they are a camera for photography, and 
image incorporation equipment with which the display is arranged. A player image photography means 
to photo the image of a player which sets predetermined spacing using said camera for photography, and 
serves as a multiple-times incorporation object, An image output means for selection to output the image 
for selection for performing the selection input of the image with which a player wishes incorporation 
from the image of a player which serves as said incorporation object in the intervals of photography of 
said multiple times to a display, An image incorporation means to determine an incorporation image 
based on the selection input of said image for selection, and a player, and to capture the image of the 



httn7/www4 inrll innit on Wnm.KJn/tran wok »;;»9„=Kh»%o/.i a «/.W)B.,mn„/i o/n/->nm 



photoed player, An image-processing means to perform a given image processing using said 
incorporation image is included. Image incorporation equipment characterized by outputting to a display 
the image for selection with which said image output means for selection contains the static image based 
on the player image photoed this time until said player image photography means photos a next player 
image. 

[Claim 6] Image incorporation equipment characterized by for said image output means for selection 
outputting to a display the image with which a list indication of said two or more static images was 
given as an image for selection in claim 5, and said image incorporation means determining an 
incorporation image based on the static image which the player out of said static image by which it was 
indicated by the list chose by the selection input. 

[Claim 7] It is an information storage medium for capturing a player image with the camera for 
photography, and the image incorporation equipment with which the display is arranged so that the eye 
line over the camera for photography of a player may differ from the eye line over a display including 
the camera for photography, and a display. The information for incorporating using said camera for 
photography and photoing the image of the target player, The image print-out for selection for 
outputting the image for selection for performing the selection input of the image with which a player 
wishes incorporation from the image of a player used as said incorporation object to a display, The 
information for determining an incorporation image based on the selection input of said image for 
selection, and a player, and capturing the image of the photoed player, Including the information for 
performing a given image processing using said incorporation image, said image print-out for selection 
so that said camera for photography can photo the player image of a camera eye line The information 
storage medium characterized by including the information for [ given ] carrying out time delay and 
outputting said image for selection to a display from the time of photography of the player image used 
as an incorporation object. 

[Claim 8] It is an information storage medium for capturing a player image with the camera for 
photography, and the image incorporation equipment with which the display is arranged so that the eye 
line over the camera for photography of a player may differ from the eye line over a display including 
the camera for photography, and a display. The information for photoing the image of a player which 
sets predetermined spacing using said camera for photography, and serves as a multiple-times 
incorporation object, The image print-out for selection for outputting the image for selection for 
performing the selection input of the image with which a player wishes incorporation from the image of 
a player which serves as said incorporation object in the intervals of each photography of said multiple 
times to a display, The information for determining an incorporation image based on the selection input 
of said image for selection, and a player, and capturing the image of the photoed player, The information 
for performing a given image processing using said incorporation image is included. The information 
storage medium characterized by including the information for outputting to a display the image for 
selection with which said image print-out for selection contains the static image based on the player 
image photoed this time until it photos a next player image. 



[Translation done.] 
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* NOTICES * 



JPO and INPUT are not resj»iona±ble for any 
damages castaed by the use of this tramaO^niion . 

1. This document has been translated by computer. So the translation may not reflect the original 
precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Field of the Invention] This invention relates to image incorporation equipment and an information 

storage medium. 

[0002] 

Background Art and Problem(s) to be Solved by the Invention] Conventionally, the face of a player etc. 
is photoed and the video game equipment which generates the game screen which captured the photoed 
image is known. For example, the image display of the face of the player to which two or more players 
accompany and correspond to the player car on a screen in the racing game which holds communication 
link waging war is performed. 

[0003] Such game equipment has the CCD camera 320 grade for capturing the image of a player above a 
display, as shown in drawing 1 . If a player throws in coin, in advance of a game, the explanation screen 
for face image incorporation will be displayed on a display 310, and a player turns to CCD camera 320 
according to this explanation, and performs actuation for image incorporation. 

[0004] And the image of the photoed player is displayed on a display 310, and seeing this display image, 
a player chooses a desired image and operates a decision carbon button etc. thus, the image of a player 
captured is determined and the game screen which used this captured player image after game initiation 
is displayed - things — ** 

[0005] However, if the image photoed with CCD camera 320 is expressed as real time on a display 310 
in case a player is photoed, a player will let CCD camera 320 out of sight, and will look at a display 310. 
For this reason, the image the eye line 340 of a player has not turned [ image ] to the direction of a 
camera will be photoed. That is, as shown, for example in drawing 1 , when CCD camera 320 direction 
(camera eye line 330 at the time of photography) and display 310 direction (look 340 when checking the 
image captured) which were seen from the player 300 differ from each other, on a display, the image the 
eye line of a player has not turned [ image ] to the direction of a camera is displayed. For this reason, it 
incorporated checking the image of a camera eye line on a display, and there was a trouble that an image 
could not be determined. The image which is not such a camera eye line may become the factor which 
the player expected and in which it incorporates and this spoils the participating volition to a game in 
many cases unlike an image. 

[0006] Arranging a display 370 and CCD camera 360 to same optical-axis top 380 using a half mirror 
350 as a system for solving the starting problem and performing image incorporation of a camera eye 
line, as shown in drawing 2 is also considered. However, if a hardware--in this way change is made, 
while the whole equipment will be enlarged, there was a trouble that equipment will carry out a cost rise. 

[0007] The place which it is made in order that this invention may solve the above technical problems, 
and is made into the purpose is to offer the image incorporation equipment and the information storage 
which can capture the player image of a camera eye line, without being accompanied by hardware- 
modification. 
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[0008] 

[Means for Solving the Problem] As the eye line over the camera for photography of a player differs 
from the eye line over a display including the camera for photography, and a display, they are a camera 
for photography, and image incorporation equipment with which the display is arranged. A player image 
photography means to incorporate using said camera for photography and to photo the image of the 
target player, An image output means for selection to output the image for selection for performing the 
selection input of the image with which a player wishes incorporation from the image of a player used as 
said incorporation object to a display, An image incorporation means to determine an incorporation 
image based on the selection input of said image for selection, and a player, and to capture the image of 
the photoed player. Including an image-processing means to perform a given image processing using 
said incorporation image, said image output means for selection so that said camera for photography can 
photo the player image of a camera eye line It is characterized by the given thing [ carrying out time 
delay and outputting said image for selection to a display ] from the time of photography of the player 
image used as an incorporation object. 

[0009] As for the predetermined time delayed in here, it is desirable that it is exposure time at least. 
[0010] Incorporation of an image means making an internal storage means etc. memorize, in order to use 
it for the given purpose, and image incorporation equipment performs a given image processing using an 
incorporation image. 

[001 1] According to this invention, the image for selection for choosing the image which wishes 
incorporation from the photoed player image is delayed from the time of photography, and it is made to 
display on a display. For this reason, the image output period for selection for a player incorporating and 
choosing an image after player image photography period termination, can be established. Therefore, it 
is not necessary to have mind taken by the display on a display during a photography period, and a 
player can photo the good image of a camera eye line during. 

[0012] With the gestalt of this operation, such image incorporation is especially realizable by software. 
For this reason, the image incorporation equipment which can capture the image of the camera eye line 
of a player can be offered, without enlarging the whole equipment or causing the rise of hardware-cost. 
[0013] Moreover, as for this invention, said player image photography means photos the dynamic image 
of a player, said image output means for selection outputs the dynamic image of the player photoed as 
an image for selection to a display, and said image incorporation means is characterized by determining 
an incorporation image based on the image currently displayed on the display to the timing of said 
selection input. 

[0014] If the dynamic image of a player is photoed and it displays on real time as an image for selection, 
the display of the image for selection is also ended to photography termination and coincidence, and the' 
time amount which a player checks and captures a photography image and chooses an image cannot be 
secured. However, according to this invention, the time amount which incorporates in a player image 
photography period and chooses an image can be established by delaying the photoed player image and 
making it display on a display. 

[001 5] For this reason, it is not necessary to have mind taken by the display on a display during a 
dynamic-image photography period, and a player can photo the good image of a camera eye line during 
And the optimal incorporation image can be chosen, looking at the self dynamic image photoed after 
photography. 

[0016] Moreover, it is characterized by this invention determining an incorporation image based on the 
static image with which said player image photography means photoed the dynamic image of a player 
said image output means for selection outputted to the display two or more static images extracted from 
the dynamic image of the player photoed as an image for selection, and said image incorporation means 
was chosen by the selection input of a player. 

[0017] According to this invention, a dynamic image performs photography of a player, but selection is 
performed based on what disassembled the dynamic image of a player into two or more static images 
Therefore, since a player can choose the optimal thing out of a static image, the problem of choosing the 
image which is not an image which the player wished to have according to the delay of definite button 
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grabbing is solvable. 

[0018] Moreover, as for this invention, said image output means for selection outputs to a display the 
image with which a list indication of said two or more static images was given as an image for selection, 
and said image incorporation means is characterized by determining an incorporation image based on 
the static image chosen by the selection input by the player out of said static image by which it was 
indicated by the list. 

[0019] A list display is the case where the matrix display of the static image is carried out etc. If it does 
in this way, a player can choose the optimal image, comparing two or more images. Moreover, since the 
selection based on two or more images by 1 time is possible, the loss of the time amount by restarting 
and selection of multiple times can be prevented, and improvement in a turnover can be aimed at. 
[0020] Moreover, this inventions are a camera for photography, and image incorporation equipment 
with which the display is arranged, as the eye line over the camera for photography of a player differs 
from the eye line over a display including the camera for photography, and a display. A player image 
photography means to photo the image of a player which sets predetermined spacing using said camera 
for photography, and serves as a multiple-times incorporation object, An image output means for 
selection to output the image for selection for performing the selection input of the image with which a 
player wishes incorporation from the image of a player which serves as said incorporation object in the 
intervals of photography of said multiple times to a display, An image incorporation means to determine 
an incorporation image based on the selection input of said image for selection, and a player, and to 
capture the image of the photoed player, An image-processing means to perform a given image 
processing using said incorporation image is included. Said image output means for selection It is 
characterized by outputting the image for selection containing the static image based on the player 
image photoed this time to a display until said player image photography means photos a next player 
image. 

[0021] In here, it is required for predetermined spacing to be spacing which is extent which can secure 
the time amount which can check the image with which the player was photoed after photography at 

[0022] thus, predetermined spacing - the image output period for selection for choosing the 
configuration which can choose by being and displaying the player image which carried out multiple- 
times photography as a between static image to the next photography, then the image with which a 
player wishes incorporation after player image photography period termination can be established. For 
this reason, it is not necessary to have mind taken by the display on a display during a photography 
period, and a player can photo the good image of a camera eye line during. " * 

[0023] Especially, with the gestalt of this operation, since such image incorporation is realizable by 
software, the whole equipment can be made small and cheap. 

[0024] Moreover, as for this invention, said image output means for selection outputs to a display the 
image with which a list indication of said two or more static images was given as an image for selection, 
and said image incorporation means is characterized by determining an incorporation image based on 
the static image chosen by the selection input by the player out of said static image by which it was 
indicated by the list. 

[0025] A list display is the case where the matrix display of the static image is carried out etc. If it does 
in this way, an applicant can choose the optimal image, comparing two or more images. Moreover since 
the selection based on two or more images by 1 time is possible, the loss of the time amount by 
restarting and selection of multiple times can be prevented, and improvement in a turnover can be aimed 
at. 

[0026] Moreover, this invention is an information storage medium for capturing a player image with the 
camera for photography, and the image incorporation equipment with which the display is arranged so 
that the eye line over the camera for photography of a player may differ from the eye line over a display 
including the camera for photography, and a display. The information for incorporating using said 
camera for photography and photoing the image of the target player, The image print-out for selection 
for outputting the image for selection for performing the selection input of the image with which a 
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player wishes incorporation from the image of a player used as said incorporation object to a display, 
The information for determining an incorporation image based on the selection input of said image for 
selection, and a player, and capturing the image of the photoed player, Including the information for 
performing a given image processing using said incorporation image, said image print-out for selection 
so that said camera for photography can photo the player image of a camera eye line It is characterized 
by including the information for [ given ] carrying out time delay and outputting said image for selection 
to a display from the time of photography of the player image used as an incorporation object. 
[0027] Moreover, this invention is an information storage medium for capturing a player image with the 
camera for photography, and the image incorporation equipment with which the display is arranged so 
that the eye line over the camera for photography of a player may differ from the eye line over a display 
including the camera for photography, and a display. The information for photoing the image of a player 
which sets predetermined spacing using said camera for photography, and serves as a multiple-times 
incorporation object, The image print-out for selection for outputting the image for selection for 
performing the selection input of the image with which a player wishes incorporation from the image of 
a player which serves as said incorporation object in the intervals of each photography of said multiple 
times to a display, The information for determining an incorporation image based on the selection input 
of said image for selection, and a player, and capturing the image of the photoed player, It is 
characterized by including the information for outputting the image for selection containing the static 
image based on the player image photoed this time to a display until said image print-out for selection 
photos a next player image including the information for performing a given image processing using 
said incorporation image. 
[0028] 

[Embodiment of the Invention] Hereafter, the gestalt of suitable operation of this invention is explained 
using a drawing. 

[0029] (1) Gestalt drawing 3 [ of the first operation ] (A) - (C) is drawing for explaining the photography 
and selection of an incorporation image in the image incorporation equipment of the gestalt of this 
operation. Drawing 3 (A) expresses photography of the incorporation image in the image incorporation 
equipment of the gestalt of this operation, and the time sequence of selection, and drawing 3 (B) and (C) 
are drawings showing the eye line of the player at the time of photography of a player image, and a 
check, respectively. " * " 

[0030] If coin is first thrown in to the timing of tO, on a display, the message screen for player image 
photography as shown at drawing 4 (A) will be displayed at the player image photography period Kl of 
tl to t2. If a player sees the direction of a camera according to this, photography of the dynamic image 
of a player will be performed at the player image photography period K2 (for example, about 3 
seconds). 

[0031] It is [ in / here ] desirable that perform a display to which the arrow-head mark of drawing 4 (A) 
and (B) blinks towards the direction (upper part) in which the camera is installed, and the eye line of a 
player guides in the direction of a camera automatically. 

[0032] Photography of the face image of a player is performed during the player image photography 
period K2 using CCD camera 320 (refer to drawing 3 (B)). At this time, the image of the photoed player 
etc. is not displayed on a display, but the screen as shown in drawing 4 (B) is displayed. Therefore, 
without mind being taken by the image on a display, a player can double the camera eye line 330 in the 
direction of a CCD camera, as shown in drawing 3 (B). The face image of the photoed player is written 
in SRAM etc. Usually, K2 is set as about 3 seconds. 

[0033] And termination of photography displays on a display the image photoed between the player 
image photography periods K2 at the image output period K3 for selection of t3 to t4. That is, the image 
photoed by the CCD camera will be displayed on a display in the condition that it was late for 3 seconds 
(player image photography period K2) at least. A player operates the definite carbon button which is not 
illustrated in order to capture the image at the time of thinking that he was pleased while looking at the 
photography image displayed on a display, as shown in drawing 3 (C) and to decide as an image. 
[0034] Drawing 5 (A) and (B) are drawings having shown the example of a screen of the image for 
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selection. On the display between the image output periods K3 for selection, an image as shown in 
drawing 5 (A) is displayed. 410 is the dynamic image of the player photoed amongK2, and is the image 
photoed by the camera eye line in K2. A definite carbon button is operated at the moment of thinking 
that the dynamic image of a player displayed on 410 is the optimal as an incorporation image as shown 
in messages 420 and 440. In addition, 430 shows the residual time of image display. 
[0035] When a definite carbon button is operated, it will decide as an incorporation image with which 
the image currently displayed on 410 to the timing is used for a game etc. On a display, as shown in 
drawing 5 (B), the definite image 450 is displayed, and it becomes game initiation after that. 
[0036] Thus, the player image photography period K2 and the image output period K3 for selection are 
separable by delaying the photoed player image by player image exposure time at least, and displaying it 
on a display. For this reason, a player does not need to have mind taken during a photography period by 
the display on a display. Therefore, it can prevent being looked down by the photography image as a 
result of having photoed the eye line in the condition of having turned to the display, and the good 
image of a camera eye line can be photoed. 

[0037] Especially, with the gestalt of this operation, since such image incorporation is realizable by 
software, the whole equipment can be made small and cheap. 

[0038] In addition, after deciding an incorporation image within the period of K3 shown in drawing 3 
(A), you may constitute so that an image as shown in drawing 6 may be displayed. That is, two or more 
kinds of settled player images which capture, process into an image and are displayed into'a game are 
displayed as 460, 470, and 480, and you may make it make a desired image choose it as a player out of 
this. A player can choose by this the face image which disguised itself, for example, and a more 
interesting game can be realized. 

[0039] Drawing 7 is drawing having shown the example of a screen of other images for selection. 
[0040] Although it was explained taking the case of the case where it indicates by delay, with the gestalt 
of said operation, having used as the dynamic image the image captured at the image output period K2 
for selection, you may make it a configuration which indicates by the matrix the dynamic image photoed 
as shown, for example in drawing 7 as the decomposition photographic strip 490-1,490-2 and - And 
when a player moves cursor 500 to the photograph which asks for incorporation and pushes a definite 
carbon button etc., you may make it the business which incorporates the selected photograph. 
[0041] Since a player can choose the optimal thing out of a static image if it does in this way, the 
problem of choosing the image which is not an image which the player wished to have according to the 
delay of definite button grabbing is solvable. 

[0042] (2) With the gestalt of gestalt book implementation of the second operation, indicate the static 
image of the player of at least one sheet by the display from the player image photoed this time until it 
sets predetermined spacing, it photos the image of a multiple-times player and it photos a next plaver 
image. r J 

7116 time se< * uence of ima g e incorporation of the gestalt of this operation is shown in drawing 8 
[0044] Moreover, drawing 9 (A), (B), and (C) are drawings having shown the example of a screen of the 
image for selection. 

[0045] If coin is first thrown in to the timing of tO, 1st photography of a player image will be performed 
m the player image photography period SI of tl to t2, and 510 will be displayed on the image output 
period HI for selection of t3 on a display from the static imaget2 of the player extracted from the player 
image photoed in the meantime as shown in drawing 9 (A). In addition, ****** [ the number of them / 
die number of the static images extracted and displayed one, and / two or more ]. When it is judged that 
510 of drawing 9 (A) is sufficient as a player, the cursor of "whether to perform the next photography" is 
set to N, 5 1 0 incorporates a definite carbon button with a male, and it decides as an image 
[0046] When 510 is not pleasing, or when a player thinks that he wants to photo an image better next it 
sets the cursor of "whether to perform the next photography" to Y, and 2nd photography of a player ' 
image is performed with a male in a definite carbon button in the player image photography period S2 of 
t3 to t4. And as shown in drawing 9 (B), 520 is displayed on the image output period H2 for selection of 
t5 on a display from the static imaget4 of the player extracted from the player image photoed in the 



meantime. It is desirable to also display collectively the player image 510 photoed last time so that it 
might be shown in drawing 9 (B) at this time. It is because a player can choose the favorite one after 
comparing last time with this time, either -- cursor 550 is set as the image of the way included in mind 
the cursor of "whether to perform the next photography" is set to N, the image ( drawing 9 (B) 520) with 
which cursor 550 is set up with the male incorporates a definite carbon button, and it decides as an 
image. 

[0047] When a player thinks that he wants to photo the case where neither 510 nor 520 is pleasing, and 
an image better, next, the cursor of "whether to perform the next photography" is set to Y, and 
photography of the last of a player image is performed with a male in a definite carbon button in the 
player image photography period S3 of t5 to t6. And as shown in drawing 9 (C), 530 is displayed on the 
image output period H3 for selection of t7 on a display from the static imaget6 of the player extracted 
from the player image photoed in the meantime. It is desirable to also display collectively the player 
images 5 1 0 and 520 made into the 1 st time and the 2nd time so that it might be shown in drawing 9 (C) 
at this time. It is because a player can choose the most favorite image after comparing from the 1st time 
to the 3rd time. 

[0048] thus, predetermined spacing -- the configuration which can choose by being and displaying the 
player image which carried out multiple-times photography as a between static image to the next 
photography, then the player image photography periods S1-S3 and the image output periods H1-H3 for 
selection are separable. For this reason, a player does not need to have mind taken during a photography 
period (S 1-S3) by the display on a display. Therefore, it can prevent being looked down by the 
photography image as a result of having photoed the eye line in the state of display ******, and the 
good image of a camera eye line can be photoed. 

[0049] Especially, with the gestalt of this operation, since such image incorporation is realizable by 
software, the whole equipment can be made small and cheap. 

[0050] In addition, in order to catch the face image of a player at the front of a camera lens, it is 
desirable to check on a display the self image photoed with the camera in advance of photography of the 
image for incorporation at the time of photography, and to perform alignment of a face. 
[0051] Drawing 10 is drawing having shown an example of technique which performs alignment of a 
face. The face 560 of the player photoed by the camera is displayed on the display 580. It is desirable to 
take a configuration which obscures the field 570 which is equivalent to the four corners of a display at 
this time. When the location of the face of a player has shifted from the transverse plane of a camera a 
face is needed in a field 570, and the part fades and is displayed. Therefore, even if it does not especially 
display an alignment mark etc., a player can judge a gap of a location. And it will turn to the direction of 
a camera so that a face may be unconsciously displayed on the pin center,large location of a display and 
it becomes possible to capture a better image. 

[0052] Next, an example of the gestalt of operation in case said given processing performed using said 
lump image is generation of a game image is explained. 

[0053] Drawing 11 is the external view of the case of game equipment 600-1,600-2 - at the time of 
applying the image incorporation equipment of the gestalt of this operation to a drive game. Each game 
equipment is formed like the driver's seat of an actual racing car. And a player sits down on a sheet 618 
and it Performs the game which operates the handle 614 prepared in the control unit 1 10, an accelerator' 
615, a shift lever 616, a brake, etc., and operates a fictitious racing car, looking at the false three- 
dimension image (game screen) projected on the display 619. In addition, it connects mutually through 
data transmission Rhine, and the game equipment 600-1 ,600-2 and - which plurality became 
independent of can perform the racing game which competes by two or more players 
[0054] CCD camera 630-1,630-2 for photography and - are prepared in the upper part of the case of 
said game equipment. It is for photoing the incorporation image of the face of a player and generating a 
game miage using the incorporation image concerned. * 
[0055] Drawing 12 is drawing having shown an example of the game screen 650 displayed on the 
display 619 of the game equipment 600-1 concerned. The scene in the virtual three-dimension space 
which is visible from the view of the virtual player located in the driver's seat of a player car is displayed 
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on the game screen 650 with reality. And incorporation image 670-1,670-2 ~ of the face of the player 
corresponding to a side of each player car 660-1,660-2 - is displayed. Therefore, as for the player which 
is performing the racing game which competes by two or more players, it is quite obvious which player 
is operating each player car on a screen, and it can grasp it. For this reason, a player has competition 
volition stimulated and can enjoy a more nearly exciting racing game. 

[0056] An example of the functional block diagram of the image incorporation equipment of the gestalt 
of this operation is shown in drawing 13 . 

[0057] A control unit 1 10 is for a player to input actuation data, and the handle 614, the accelerator 615, 
the shift lever 616, the brake, etc. are prepared here. In addition, it functions also as an input means for 
carrying out the selection input of the image with which a player asks for incorporation from the image 
of the player photoed in the photography section 1 20. 

[0058] The processing section 130 performs processing which arranges a display object to object space, 
and processing which generates the image in the given view of this object space based on the above- 
mentioned actuation data, a given program, etc. The function of this processing section 130 is realizable 
with the hardware only for [ IC ] CPU of a CISC mold or a RISC mold, DSP, and image incorporation 
etc. 

[0059] The information storage medium 190 memorizes a program and data. The function of this 

information storage medium 190 is realizable with hardware, such as CD-ROM, a game cassette, an IC 

card, MO, FD and DVD, memory, and a hard disk. The processing section 1 30 will perform various 

processings based on the program from this information storage medium 190, and data. 

[0060] The processing section 130 contains the game operation part 140 and the image generation 

section 160. The game operation part 140 performs processing which searches for the locations and 

directions of a mobile, such as setting processing in game mode, advance processing of a game, and a 

player car, arrangement processing of the display object to object space, etc. here. 

[0061] The photography section 120 photos the player image used as an incorporation object, and CCD 

camera 330-1,330-2 of drawing 2 and ~ perform the processing. The photoed image is written in SRAM 

which is not illustrated. 

[0062] The image generation section 160 performs processing which generates the game image in the 
given view in the object space set up by the game operation part 140. And the image written in said 
SRAM etc. is texture-ized, it outputs to a display 170 or the image (refer to drawing 12 ) which 
compounded said texture-ized image and game image is generated. 

[0063] A display 170 displays the image generated by the image generation section 160, and the display 
61 9 of drawing 1 1 corresponds to this. 

[0064] The game operation part 140 contains the image output-control section 142 for selection, and the 
image incorporation section 144. 

[0065] The image output-control section 142 for selection performs control for outputting the image for 
selection for performing the selection input of the image with which he incorporates in the photography 
section 120, and a player wishes incorporation from the image of the target player to a display. It is 
controlling by the gestalt of this operation for given to carry out time delay from the time of 
photography of the player image used as an incorporation object, and to output said image for selection 
to a display to be able to photo the player image of a camera eye line with the camera for photography of 
said photography section 120. The image output-control section 142 for selection functions as an image 
output means for selection with said image generation section 1 60. 

[0066] Said image incorporation section 144 performs processing written in SRAM which determines 
the incorporation image which was photoed in the photography section 120, and which is captured and 
is utilized as some game images based on an object image, and does not illustrate the incorporation 
image concerned based on the photoed image. 

[0067] Next, an example of the configuration of the hardware which can realize the gestalt of this 
operation is explained using drawing 14 . With the equipment shown in this drawing, CPU 1000, 
ROM 1002, RAMI 004, the information storage medium 1006, the sound generation IC 1008, the image 
generation IC 1010, and I/O Ports 1012 and 1014 are mutually connected by the system bus 1016 " 
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possible [ data transmission and reception ]. And a display 1018 is connected to said image generation 
IC 1010, a loudspeaker 1020 is connected to the sound generation IC 1008, a control apparatus 1022 is 
connected to I/O Port 1012, and the communication device 1024 is connected to I/O Port 1014. 
[0068] Furthermore, IC1030 for image incorporation is connected to said system bus 1016, and CCD 
camera 30 is connected to this IC 1 030 for image incorporation. 

[0069] Image data for the information storage medium 1006 to express a program and a display object, 
sound data, etc. are mainly stored. For example, with home video game equipment, CD-ROM, a game' 
cassette, DVD, etc. are used as an information storage medium which stores a game program etc. 
Moreover, with business-use game equipment, memory, such as ROM, is used and the information 
storage medium 1006 is set to ROM 1002 in this case. 

[0070] A control apparatus 1022 is equipment for inputting into the body of equipment the result of the 
decision which is equivalent to a game controller, a control panel, etc., and a player performs according 
to game advance. 

[0071] According to the program stored in the information storage medium 1006, the system programs 
(initialization information on the body of equipment etc.) stored in ROM1002, the signal inputted by the 
control apparatus 1022, CPU1000 performs control of the whole equipment and various data processing. 
RAMI 004 is a storage means used as a working area of this CPU1000 etc., and the given contents of the 
information storage medium 1006 or ROM1002 or the result of an operation of CPU1000 is stored. 
Moreover, the DS (for example, structure of object data) with the logical configuration for realizing this 
operation gestalt will be built on this RAM or an information storage medium. 

[0072] Furthermore, the sound generation IC 1008 and the image generation IC 1010 are formed in this 
kind of equipment, and the suitable output of a game sound or a game image can be performed now. The 
sound generation IC 1 008 is an integrated circuit which generates game sounds, such as a sound effect 
and background music, based on the information memorized by the information storage medium 1006 
and ROM 1002, and the generated game sound is outputted by the loudspeaker 1020. Moreover, the 
image generation IC 1010 is an integrated circuit which generates the pixel information for outputting to 
a display 1018 based on the image information sent from RAM1004, ROM1002, and information 
storage medium 1006 grade. In addition, as a display 1018, what is called the so-called head mount 
display (HMD) can also be used. 

[0073] Moreover, a communication device 1024 exchanges with the exterior various kinds of 
information used inside game equipment, and is connected with other game equipments, and the given 
information according to a game program is sent and received, or it is used for sending and receiving 
information, such as a game program, through a communication line etc. 

[0074] And various processings in which it explained by drawing 1 - drawing 13 are realized by the 
information storage 1006 which stored a program and data, CPU 1000 which operates according to this 
program, the image generation IC 1010, the sound generation IC 1008, and IC1030 grade for image 
incorporation. In addition, CPU1000 or general-purpose DSP may perform by software processing 
performed in the image generation IC 1010, the sound generation IC 1008, and IC1030 grade for image 
incorporation. e 

[0075] Now, drawing 1 1 mentioned above shows the example at the time of applying this operation 
gestalt to business-use game equipment. In this case, CPU, the image generation IC, the sound 
generation IC, and IC1030 grade for image incorporation are mounted in the system substrate 1 106 built 
in equipment. The game information for performing the game with which two or more mobiles vie in 
ranking on the course displayed on a game screen in the memory 1 108 which is an information storage 
medium on the system substrate 1 106 is memorized. This game information includes the information for 
capturing the image of the player photoed based on the selection input of the information for [ given ] 
carrying out time delay and outputting to a display, and the player image and player which were 
outputted to the display in the image of the player picturized with the image pick-up means. 
[0076] Such information hereafter stored in memory 1 108 as mentioned above is called storing 
information. Such storing information contains at least one, such as the program code for performing the 
above-mentioned various processings, image information, sound information, configuration information 



on a display object, table data, list data, and player information. 

[0077] The example at the time of applying this operation gestalt to game equipment for home use at 
drawing 15 (A) is shown. The face of a player is incorporated with a camera 1230, and looking at the 
game image projected on the display 1200, a player operates the game controllers 1202 and 1204 and 
enjoys a game. In this case, the above-mentioned storing information is stored in CD-ROM 1206 which 
is the information storage medium which can be freely detached and attached to the main frame IC card 
1208, and 1209 grades. 

[0078] The example at the time of applying this operation gestalt is shown in the game equipment 
containing the terminal 1304-1 connected with host equipment 1300 and this host equipment 1300 
through a communication line 1302 at drawing 15 (B) - 1304-n. In this case, the above-mentioned 
storing information is stored in the information storage media 1306, such as a magnetic disk drive with 
controllable host equipment 1300, a magnetic tape unit, and memory. A terminal 1304-1 - 1304-n have 
CPU, the image generation IC, the sound generation IC, a camera, and IC for image incorporation, and 
when it is what can generate a game image and a game sound by the stand-alone, from host equipment 
1300, the game program for generating a game image and a game sound etc. is delivered by a terminal 
1304-1 - 1304-n. On the other hand, when ungenerable by the stand-alone, a game image and a game 
sound are generated, and host equipment 1300 will transmit this to a terminal 1304-1 - 1304-n and will 
output in a terminal. ! 
[0079] In addition, what [ not only ] was explained with the gestalt of the above-mentioned 
implementation but various deformation implementation is possible for this invention. 
[0080] For example, the image of a player to capture may not be restricted only to a face but a full- 
length portrait is sufficient as it, and a full-length portrait is sufficient also as the image displayed on a 
game screen. • 

[0081] Moreover, the technique of the image incorporation which the technique of image incorporation 
is not restricted to the example explained with the gestalt of this operation, either, for example starts 
these people's Japanese Patent Application No. 9-249534 etc. may be used. 

[0082] Moreover, although the gestalt of said operation explained this invention taking the case of the 
case where it applies to a racing game, this invention is applicable to various games, simulation 
equipment, etc. not only this but other than this. For example, it is applicable also to the drive simulator 
used in a car driving school. In this case, what is necessary is just to perform processing in which stick 
an instructor s photograph of his face on the vehicle on which the instructor got using the captured 
image, and a student's photograph of his face is stuck on the vehicle which the student rode in 
[0083] Moreover, for example, with the gestalt of said operation, although explained taking the case of 
the case where the multi-player game of this invention is performed, this invention may be applied 
when not only this but each game equipment 1 0 performs a single handicap player game 
[0084] Moreover, this invention is applicable not only to home use and business-use game equipment 
but various image generation equipments, such as a game substrate which generates a simulator the 
large-sized attraction equipment with which many players participate, a personal computer, a multi- 
player game terminal, and a game screen. 
[0085] 



[Translation done.] 
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Set Items Postings Description 

81 1887 4600 S SCREENSHOT? OR SCREEN () ({SHiOTT? OR DUMP? OR IMAGE?) OR 
SCREENDUMP? OR STILLSCREEN? 

82 3073 9524 S SCREEN I MAG? OR STILL () ((SEffl^K? OR PIC OR SHOT? OR PICS OR 
PICTUR?) OR STILLSHOT? OR STILL ( ) SHOT? OR SNAGIT OR SNAG () IT 

53 24258 35453 S FREEZE () FRAME? OR FREEZEFRAME? OR SNAPSHOT? OR SNAP () SHOT? 

54 50941 167254 S ((WfflUHCf) OR INTBKHHr OR ONLINE OR ELECTRONIC OR ETHERNET OR 
COMPUTER?) ((22fffi) ((BWBZ> OR GAMING OR TOURNAMENT? OR COMPETITION?) OR VIDEOGAM? OR 
COMPUTERGAM? 

2* x . ?? 04 5630 s ((EKmaafan?? or lan or lans or wan or wans or vpn or web or 

CYBER) ((2390) (&WB7> OR GAMING OR TOURNAMENT? OR COMPETITION?) OR ONLINEGAM? 

86 129 499 S ELECTRONICGAME? OR CYBERGAME? OR ONLINEGAME? OR 

mmog?(5N) (mixiuuwuma® or multi (oiMfflnna. or online or game? or gaming) 

57 48 300 S S1:S3 AND S4iS6 

58 32 179 RD (ftiniiqpiB» items) 
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Game console gets data broadcasts 

JAPAN: DATA BROADCAST THROUGH GAME CONSOLE SOON 
The Nikkei Weekly ( NW ) 27 Dec & 3 January 1999 
Language: ENGLISH 

Starting from middle of 2000, data broadcasts including captions and still pictures along with television 
programmes can be received by the Dreamcast game console from Sega Enterprises Ltd of Japan by using a special 
adapter. Cost of the adapter will be cheaper than Y 10,000 to Y 20,000 of tuners. Price for the system, which is 
under field testing, has yet to be set. 

Company: SEGA ENTERPRISES 

Product: Computers & Auxiliary Equip (3573); Communications Eqp ex Tel (3662); Electronic Games (3651 EG); 

Event: Product Design & Development (33); 
Country: Japan (9JPN); 

Starting from middle of 2000, data broadcasts including captions and still pictures along with television 
programmes can be received by the Dreamcast game console from Sega Enterprises Ltd of Japan by using a special 
adapter. Cost of... 

Product: Computers & Auxiliary Equip Communications Eqp ex Tel Electronic Games 



